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Join the club! 


Just sign-up for a full year of club benefits for $15, and got 12 
issuas of Nintendo Power Magazine! 


Way more than a subscription! 


There's nothing hke Nintendo Power Super Power Club— 
we ve taken all the best parts af Nintendo Power Magazine, 
and Super-charged them to give you more playing power than 
ever before! Just look at everything you # get! 

Nintendo Power Subscription--Memberstip includas. 
your monthly Nintendo Power magazine Every month you It 
get tips, strategies, full-color maps and reviews for all 3 
Nintendo systems, straght from the pros at Mntendo 
Power Certificates--A full yoar gets you $36 іп exclusive 
Power Certificates to help you get the hottest game paks at 
reduced prces 
Power Treding Cands--Every month you Il get six Power 
Trading Cards--they feature stats and challenges for your 
favonte gamas You сап even win a FREE game pak! 

Super Power Issue--Coming every January, this members- 
only issue ıs а year-end look at Nintendo s best, and it s 
packed with axclusive stuff that won't be available in stores. 
Power Cleaning Service--Get the most power aut af your 
Nintendo system with а free cleaning at your parücipetng 
official Nintendo World Class $еглсе® Centar 








= Join NOW and choose your 
FREE Player's Guide! 


Get the Player's Guide of your choice with your paid = 
membership—a 315 value! 

NES Game Atlas (code 1003) faatunng complete maps for 

18 best-selling classic games! 180 pages of must-have mfo 

for the senous player! 

Meno Mania (code 1004)-inclucing over 100 pages about 

his new 16-bit edventure, Super Meno World Plus 
fascinating details, graphics end more about the оппа! 
video supar hero. 

Game Boy (code 1005)-- packed with in-depth reviews on 
over 25 top titles including ultra hot power tips, strategies, 
maps and more! 180 pages of vital info ta unleash the full 
potanta! of your Game Boy! 

Super NES (cada 1006)--fillad with Ops, maps and tricks for 
the incredible new line-up of 16-bit game paks that await 
your skills and danngl 

Zelda (code 1007-170 pages for Link fans, including the latest. 
tips, maps and ticks for the incredible 16-brt The Lagand of 
Zelda A Link to the Past for your Super NES systemt 


CALL 1-800-255-3700 FOR INSTANT MEMBERSHIP! 





rcr by WEA or MasterCard Cell Mon-Sat. әлді. поеду Pac c Элеби Time (PST) Lanky Sam Ppa (The абан гурт] л v ned in speak in бо portan avevo namo pami ж” ч! 
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1 just had to write and tell you how 
pleased 1 am with Mario Paint. І ат a 
parent and although my children have a 
zillion games, this is the first thing that 
really pleases те Mano Paint 15 cre- 
alive and imaginative. It has great color 
and sound | actually fee! my children 
are doing something "constructive" 
when they use it. In fact, | think 17% 











Гат writing about the great game you 
previewed in the тарал lario Paint 
looks so cool! When 11 comes to our 
small town of Slave Lake ГИ prohably 
be the first to have it. 1 just can't wait 1 
also would like и И your magazine 
showed more of this game From what 1 
saw и looks great, but Га like to know 
more about it. Keep up the great work 





SUPER NINTENDO, Thanks for mak- 
ing it! Blair Gullion 
Luanne Gabriel Slave Lake, AB 


Marinette, WI 


Thanks Luanne and Blair! We think it's great that Mario Paint is getting auch a 
warm reception from Super NES owners It's a very powerful and creative program 
In fact, we thought it was so great—we pave it 16 more pages of coverage in thus 
month's "subsciibers only" Super Issue. Enjoy? 





THE WINNERS OF THE MARIO PAINT 
CONTEST WILL BE ANNOUNCED ІМ AN UPCOMING ISSUE. THANKS TO 
EVERYONE WHO SENT IN AN ENTRY! 


a Gervais cat, Coome, has greel laste in mag 
annes! Connie purr uses the pages of Power every 
month with Andrea at home in Aubum Maine 











We really enjoy thinking up contests 
for the Piayer’s Poll every month, but 
maybe you can help us out. What 
kind of a Player's Poll contest would 
YOU like to see? Give us the details. 
How many and what type of prizes 


NINTENDO POWER 
PLAYER’S PULSE 
P.O. BOX 97033 
REDMOND, WA 
98073-9733 


would you award? Where would you 
travel to? Who knows..,we may take 
you up on your idea! 
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SUPER MARIO BROS. 


PINBALL 





Tt doesn't really matter how many free games 
Josh Mendenhall can rack up on the new Super 
Mario Bros. pinball game. He can play for free 
for as long as he wants! He owns it! The Grand 
Prize from the Player's Poll Contest in 
Volume 38 was shipped directly from the 
Premier factory in Illinois to Josh's home 
in Alta Loma, California. It now 
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The Super Mano Bros. pinball machine 
should be a big hit with pinball gamers 
everywhere. Look for it in an arcade, 
bowling alley or wherever you play pin- 
ball. (Better yet, just go over to Josh's 
house!) 


| EDITOR'S CORNER 


| The flood of great stuff from Nintendo 
Power keeps coming your way! The jam- 
packed January 93 Super Issue 1s finally 
in your hands. You'll notice that we've 
changed the format of the magazine Just 
а bit. Several new design elements have 
been added to make findiig vital infor- 
mation easier Also, to support the 
inimense popularity of the Super NES, 
the NES and the Super NES game 
reviews have swapped locations, As 
always, please let us know how you like 
the changes. With this issue, we bid 
farewell to George & Rob's ортоп in 
Now Playing George Stnfield has joined 
Howard Phillips, Nintendo's forner 
Game Master, at T*HQ Good luck, 


ба Gail Tilden 


Editor in Chief 































resides in Josh's bedroom. 
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\n innocent game of catch turns sour when Mickey discovers his dog, 
Pluto, is missing. Where could he be? He doesn’t usually run off like this! 
Could this dastardly deed be the doings of the evil Emperor Pete? In desper- 
ation, Mickey sets off through Emperor Pete’s kingdom. Mickey makes no 
bones about it, he’s scared. However, the mystery surrounding Pluto's 
disappearance pushes him to undergo the test of the Magical Quest. Once 
again, Capcom is serving up a gaming extravaganza! The Magical Quest is 
filled to the brim with cye and ear candy. The only drawback is that the 
game is just too short—we wish it were much longer. 































| he journey throug! 







a workout for Mickcs 








h Pete < Kingdom will be filled wit 
X hazards L Mickey is no regular field mouse! 
y agil y quick, adept at jumping and ca 
ле on a dime Не" all of these qualities 
p of some specially-crafted outfits that he'll 
1along ihe way Study ihe map 10 see where 
e him From the Treetops all the 

Mugical Quest rs guaranteed to be 


Ф) ТАЕЕТОРЅ | 


(роде 10) 


@ DARK FOREST | 
(page 12} 1 
(FIRE GROTTO | 


(роде 14) 


@ PETE'S PEAK 


page 16) 


® SNOWY VALL 


{page 18) 
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DRAW THE CURTAIN 


Mickey will be awarded three different cos- 
(umes thet enable him to perform magic, fight 
| fires and climb mountains Press the R or L 
Buttons to highlight the desired costume in the 
Costume Box and then press the A Button to 
send him to the dressing room 





— 
— 


“SUITS 'N STUFF 











SPECIAL ITEMS 


Ms imperative that Mickey № 
makes good use of the Items 
available to him Study the maps He 
to locate the hidden Items 


COINS 









Couns atlow Mickey o Delicious! They add 200) Extremely delicious end 
purchese special Пете — pois to the scar — | adds 500 рон! 


а Adds on extra heari to | А Мір tts enother 
ше” | Mickeys Heolh Meter | сһопсе in rescus Plutot 


MAGIC LAMP 2 РВЕНҮОКАМГ :- MAGIC CARPET 


о 
ыы „ ања ДОГ 


Partially refills the | Partially retuls the Only a Magician can 
Машшап5 Magic Meter | Firefighters Моня Meter піс this flying Tapestry | 
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TPEFTOPS 


ээә-Ббезәбәзәәзәзә 
STAGE 1 


А lush vineyard is the setting for Tree- рІелѕе you. Grab the giant red cherries 
tops. Right from the start, the qualityof and spin them As they rise upward, 
the game's graphics will no doubt grab them again and go for a ride! 


























RIDE THE TOMATO 
Once Mickey stands on the tomato, it 
will break loose and start to roll. 


Кеса Mickey mov- 

ing leh to stay 
on top ol the 
tomato at all 
тие. 


SECRET AREA IN THE CLOUDS 


Mickey will see some Golden Blocks 
as he exits through the window on the 
right side of the house. Don't grab 
them—use 

them as steps. 
The entrance 
to a secret area 
is on the roof 























THE FIRST BATTLE 


When this ugly winged creep 
swoops down to attack, jump up 
and stomp on his fat head. Mickey 
can also stomp on the smaller crea- 
tures that the mimi-boss releases 


and then throw them right back at 
him Be patient with this one 






It's tricky to get to this 
Secret shop. Mickey has to 
ride the tomato all the way 
down 
^ sicep vine, jump 
off and then up to 
the Gray Block to get 
on top of the trees. 
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THE MAGICAL QUEST 
MICKEY MOUSE 






Mickey, shown here in his normal state, can run, jump, grat 
and spin certain objects like Blocks. Sometimes, valuable 
Coins will appear if Mickey grabs Golden Blocks, If Mickey 
A) stomps the head of cer. ? 

lain. enemies, 
pick up the 


^ 
a and send them 
> «ning, 100 






























This busy beaver is hiding 
something! Use onc of the 
Golden Blocks to take the 
territorial beaver out of 
commission and then walk 
through his dam to score a 






Quite possibly, the most important Item in the 
game i$ the Heart Container Be sure not to 
bypass this 
eastly-accessed 
Treasure Box. 
Jump up and 
grab the ring 


on the box to 
release the 
Treasure. 





Ф5МАКЕУ 


Uh-oh. Mickcy stumbles upon a 
giant, hungry-looking snake. The 
snake will chase Mickey from one 4 
sideof the screen to the other Grab [di 

a reappearing Red Block and toss it at his big 
head. Mickey ean jump on the snake’s head as v STAT 

well as chuck the separated snake segments. ч Р аы ah S Apo а АУ 
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Clear away the Golden Blocks in 
this hard-to-reach area then 
drop down to the door to enter a 
secret room A Heart Container 
ts located in the Treasure Box 
here 




























Use fully charged magic 
blasts to defeat this chub- 
by, but mobile, mini-boss, 
Watch out for the spiked 
pods he tosses. Не 
launches his skirt, too. 


This giant tree is filled with 
some sort of strange fluid 
Mickey will have to wear his 
Magic Turban to make it 
through. The “gates” that block 
Mickey from progressing can be 
opened with am 
blast of magic 
Defeat the crabs 
їп the same 
manner 


Intuitively speaking, this Item 
Shop is not easy to locate, 
However, all Mickey has to do to 
reach it 1s jump off the edge of 
the branch and fall down to the 
entrance Buy goodies here 
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After Mickey charges up his magic and 
nukes these peanut-shaped enemies, he 
can bounce on the pointed end of the 


branches to reach other 
branches or Blocks to step 
on. Jump on the very end > 


to get the most height. 


Donning the 


Mickey will show off his jumping ability as he 
tries to make И over the giant gap by jumping 
from leaf to leaf. Don’t try to jump to another 
leaf if it is moving away from Mickey Wait until 
it's drifting back his way. 


Magic 


Turban, Mickey can 


summon the 


powers 


of magic. Press, hold 
and release the Ұ But- 
ton to fire offa burst of 


magic power. 





The Stump Thumpers hold giant 
clubs and they swing them up and 
down with great force. If Mickey 
is hit bya club, he will lose a Heart 
from his Health Meter. Depend- 
ing on where the club 1s, walk 
under or jump over jt. 


1 Stump Thumpers 
e, tan he defeated so 


ust avoid tham 








Troan 


In the Easy Mode, Mickey is 
safe in the murky water, but in 
the Normal and Hard Modes, а PES 
giant fish will patrol the depths MS 
in search of stray mice. 


ФАКАСНМОРНОВІА! 









As soon as the spider enters the screen, 
nail it with a blast of magic Jumping on 1 7% 
head is very effective in Mickey’s attempt Ry (e. 
10 defeat the arachnid beast ` 
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ашы 


Check out Mick 


ey 


the job done э 


As Mickey enters the Fire Crono, the е 


s Costume is walling Mickey 
сап put out small f And move Blocks of 









The platform 15 gomg By positioning certam Blocks, 
down—and so 1s the spiked Mickey can jump up and make his 
ceiling! Clear off the Gol- way to this 

den Blocks quickly so stack of Golden 

Mickey can continue Blocks which 

downward and escape the hides a door 

writh et the deadly spikes 














By pushing this Block over and under re ы: 
the ledge, Mickey can ride it down, E E, 
blast away the Golden Blocks and «E 2 
enter a hidden room Find more Coins . 


inside a Treasure Box there. 


aye © This mini-boss carries a big hammer. 
= With it, he can cause a section of the 
floor where Mickey 1s standing to rise 
up to the spiked ceiling. Don’t standin 
one spoi—keep moving! Charge up 
some hefty blasts of magic to do him 
in Be careful not to shoot when he 
jumps 


nDEPIÁ LITER лыгы 















zes with it 





асе He gets M. Р 
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The bubbie around Magic 
Mickey’s head allows him to stay 
underwater A valuable Heart 
Container can be found in this 
particular Treasure Box. Mickey's 
magic power works great under 
the water, too! 


When the vertically-moving platforms 
enter the flames below, they will 
immediately catch fire. Squirt them 
with a small amount of water before 
hopping on them. Jump off before 
they enter the flames again. 








The moving platform which 
Mickey jumps to in the first photo 
will take him up through a gap in 
the immense wall of flame to a 
Treasure Box full of Coins. Blast 
the box with water to crack it 


open. 





Study this tricky maze of 
Blocks to find a way to move 
them into position and allow 
Mickey to make ıt up to a 
secret Item Shop. 



















Squirt this boss with as much water as 
you can, but don’t waste it! Duck down 
when the rotation of the platforms 


lakes Mickey under the boss and then 
shoot water from the other side 


Just jump up an. 
the nght side when 
the boss tums color 
EE for the інілі bme 
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PETES PEAK 


098009009000 


CRAPPIING WITH A 1-1p 


By latching on to this 
floating platform, 


e | Mickey can pull him- 
self up and over to an 
„3% ШЙ clusive 14/р. Mickey 


Ча. may have to jump up 
4 and out before deploy- 
1 ul ing the grappling hook. 

A dangerous move. 





CEÉDET CUND 






Only by bouncing off one 
of the eggs can Mickey get 
up to the Golden Blocks 
and then on to a hidden 
Нет Shop. Trying to use 
the grappling hook will 
only result in the elimina- 
tion of the Golden Blocks. 
He has to jump! 


















| 


Practice using the grappling hook on а moving tar- 
get before attempting the grappling maneuver in 
this area, A 8993 с с eke 
missed grap- 8882 ғ ду. gm 
ple can lead to E 4 gw 
serious trou- “л nad 

ble. 






























The wind really whips 
down through the gaps in 
the rocks on the Peak 
Mickey is able to hear 
when the wind is about to 
blow. Don’t cross the 
gaps until it stops 


if Mickey falls down 
through a gap and then 
uses the hook to grapple 
along to this secret area, 
he'll be rewarded with a 
Heart Container. 
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THE MAGICAL QUEST 
MICKEY MOUSE 











тыг ИУ ТЬ АЛЬТЕР 


Mickey can throw the 
grappling hook out in 
five different directions. 
It will latch on to most 
surfaces, allowing Mickey to cross gaps and to pull 
himself up to heights otherwise unattainable. He 
can also use the hook to stun enemies and take 
their protection away 








b. 













As is the case with most spikes, a fall Mickey can make his way to the right if he falls down any of the gaps. 
onto the spikes in this area will hurt! The floating platforms make it relatively easy to get back to the exit. 
Swing Mickey out as far to the right as Don’t go to this area unless you're a very experienced climber! 

he can go after the grappling hook has 

been attached to the floating grapple “с.ж 

points 


21325 
= 


ХВАР BIRD BOSS 


This bad bird will swoop in from a distance The force of 
the wind will knock Mickey off the nest Use the hook to 
hang on to the Mickey symbol and you won't be blown 
off Quickly switch to the Turban and nail the bird in the 
head with a blast of magic when it drops down with its egg 
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@EMPEROR PETE 


2%; 
























The Ren and Stimpy Show | 
for Game Boy will be here => 7 






, Any day Now from T*HQ Games. 
№ Happy Happy! Joy Joy! 





©1992 Nickelodeon All Rights Reserved 
Nickelodeon, Nicktoons, The Ren anc 













SNOWY VALLEY 


0000000000000000 
STAGE 5 


The slippery surfaces of the Snowy Val- sections where it will pay to speed 
ley will challenge the footwork skills of through, but other sections require cau- 
even the bravest adventurer Therc are tion and a bil of restraint, 

















/ 





STAGE 5-11 A. 


A lone Treasure Box 
can be reached by 
squirting this ice hlock 
and then jumping out 
to it. Fire a steady 
stream at the Treasure 
Box to release the prize 












WHAT’S UP? A 1-UP 


If Mickey shoots the hexagonal ice blocks with 
enough water, an ісе ledge will form for a few 
seconds Jump up and shoot the next one to create 
steps. If Mickey is quick enough, he'll make it up toa 
Treasure Box that holds a 1-Up 






SLIPPERY SLIDE LEAP THE GAP BERRY BOINGERS 


Mickey can take off run- This is where it’s important to be fast He BOING!!! These flexible posts 
ning at high speed when won't be able to clear the long gap if he that resemble raspberries will stop 
he’s going down a hill isn't moving at top speed. Concentrate Mickey and push him back if he 
More speed will allow him on the timing of the jump. If he runs and runs into them. Just jump over 
to jump farther and will jumps too soon, he might not make it. them to avoid their spring-like 
become more important effect. They will also stop and 


later in the stage. 7 a send the Ice Sleds back the other 
a way. 


Charge! Mickey spnnts down the ІШІ and fakes a leap 
across the dangerous chasm Will he make 11? 
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Ш UNPILE THE TILES № 






mah-jongg sel includes 144 tiles d with 
Chinese symbols. Shanghai II also gives you the 
option of using tiles that have symbols of differ 
ent themes, such as traffic signs, international 
flags, numbers and animals. Some tile sets are 
sasicr to sce than others, Regardless of the tile 
set you choose, the object of the game is to 
remove all ules from the layout by matching like 
pairs In Shanghai, the tiles are laid out in one of 
13 patterns In Dragon's Eye, the layout grid i5 а 
dragon's shape 
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20 





Ш SHANGHAI № 


Shanghai Il lets you choose the traditional Shanghai 
layout or one of the I2 other layouts that form the shapes 
of the animals that represent the different signs of the 
Chinese zodiac. Some of the layouts ate more difficult 
than others because they have more blocked tiles to start 
with. The easiest layouts are the Boar, the Dragon, the 
Monkey and the Snake More advanced аге Shanghai, 


WHAT YEAR ARE YOU? 


Many Chinese believe that the year you were born in determines 
your personality traits and your likelihood of attaining success 
and happiness in your lifetime. Their zodiac system 15 based on а 
12-year cycle, and each year within the cycle is named after an 
animal that they feel represents the characteristics of that year. 
Look at the chart below to see which animal represents you. 





RABBIT 





the Dog, the Ram and the Rooster Master layouts in- 
clude the Horse, the Ox, the Rabbit and the Tiger 
Whichever layout you choose, start by removing the tiles 
that block the most moves. A tile is “clear” if nothing is 
on top of it and if you can slide it out either to the Left or 
to the right. It’s always а good idea to plan several moves 
ahead, 


MEET YOUR MATCH 


This 15 the Shanghai leyout with the traditional 

Chinese mah jongg tiles Study the board ond look 
for metches bofore you begin There ere two sets of Bemboo 
bles 1-8 Dot ules 1-9, Chinese Charactor Ules 1-9 two 
tiles for each of the four wands, one for each ef the four 
seasons one fer eech of four flowers ond three pairs of 
Dragons Any two seasons match up ond епу two flowers 
form a pam but the rest el the tles must match exectiy 











1936, 1948, 1960, 
1972, 1984 


1937, 1949, 1981, 
1973, 1985 








1974, 1999 


1938, 1950, 1962, | | 1939, 1951, 1963, 
1875, 1987 


2 | Plon ehead. The 1 т 
the center can be 





SHEEP 





paired with esther the 1 en the 
nghi or the 1 on the left. The 1 
оп the nght is blocking mors 
мез then tho 1 on the left, 
50 romove it first 


1 [3] Myou run tof moves, 
you can eccess Help 
end either Back Up à move to try 
something diferent or Shue 
the remaining tles and hope it 
results in new moves. 

















1942, 1954, 1966, 
1979, 1990. 


1941, 1953, 1965, 
1977, 1349 














A4 | If үш end up with bles exranged 85 they are in the 
upper left photo you ve hit 9 deed end The seven 


which you need to clear the King rs under the queen end 
you cen t move the queen unt! you move the seven If you 
Shuffle and clear the board, you ll see Chinese characters 
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1947, 1958, 
1971, 1983 


thal read. "Congratulations." 


ЕЙ concraruiations Lr] 








2| SHANGHAI I 
DRAGON’S EYE 





Ш DRAGON'S EYE № 


The Dragon’s Eye board is shaped like a dragon A 
Master, who holds three tiles, plays against a Slayer 
holding six tiles. The Master tries to cover the dragon's 
body, beginning with its heart, and the Slayer tries to 
uncover the dragon by matching and removing tiles. A 
single player can choose either role and challenge the 
computer or lwo players can choose their roles and 
compete against each other The Master earns points 
when tiles are placed on the board; the Slayer scores 
when tiles are removed 













2 | You must have ona empty 
space іп your hand when 
{ you end your turn. И you have fewer 
] than five tles in your hand wu can 
draw е ble from tha pile. Keep 
matching so you can draw as many 


qi] Че as passie. 

| 3] Н you heve a parr in your 

hend discard one of tham 

to ona of tha dragon's limbs. Thal 

way, when ifs your turn again no 

matter what you're daah, you'll Бо 
sure t» have a ploy 






Whan ies are covered an two sides. they automabcally flip over Ри! tilas on the 
арат s limbs (Ihe six spaces on tha outsida} fist, where they can't flip 


1 
Ш PAIR UP TO PLAY № 


anii Mt 
ЕСІКТЕН 
Т ЖЕСІ 


Both Shanghai апа Dragon’s Eye have fun 
two-player versions. Іп two-player Shanghai, 
speed counts. The clock starts ticking when 
each player's turn starts, and the longer it 
takes to find a match, the lower the score. 
Total times are tallied when the board is 
cleared and the fastest player wins In two- 
player Dragon's Eye, one player 1s the 
Master, the other the Slayer. 


(ee 4 
ж) Ne s+ 
* lll 





The Masier tnes to cover the dragon. playing Шех 
that the Slayer won 1 ba able to pair up with He 
must cover the dragons heart Sefore branching aul 
1n cover Ihe imbs 





The one downside of 
Shanghai Ш is that 
some of the symbols 
on the tiles—especially 
the Chinese charac- 
ters—are hard to read, 
but you can change 
from standard mah- 
Jongg symbols to some 












rs 


VEGETABLES 





ANIMALS 










that you might find 
easier to recognize. 


You сап change 19 tiles with interna 
бөлді flegs but the differences in 
soreacowntnes designs ere very subtle 


Select ths eara! tilos end match 
poodle to poodle pelican to pelican 
penguin & panguin. And be sure tv 
tura the sound ир! 


You dor't ike hmas? Get your doily 
dose of vegetables Iho easy мау! 
Pick the vegetable tiles—thoy're an 
easy sat to soa 
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Taita hes come out fighting with « new 
super hero for the Super NES. Sonic 
Blest Man hes come down to Earth to 
plant a fist in the foce of crime. 
Comic book details like sound effect 
balloons add to the fun, but the reol 
knock-out punch comes from the 
streot-fighting action end e host af 
groat moves. Sonic Blast Man stands 
tall, too. The animation of the big 
cherecters may remind fons of Finel 
Fight, but the cost of enemies is all 
new. 














Wherever crime and destruction 
rame their ugly heads, Sonic Blast 
Man wil! be there to champion the 
cause of justice Blasting bad guys 
with his multi-megaton punch isn't 
this hero's only Job. He must save 
civilians from runaway trucks, col- 
lapsing buildings and failing meteor- 
ites in the HitStages that follow each 
of the first four sireet-fighting arcas 
Three difficulty modes allow you to 
set the game to your own level of] H:s спрріта 100 

challenge, and you can select up tol Ме еи 

five lives Even on the Hard mode,| the screen 

however, most enemies can be E = d > Lan SERE Nast Man 


defeated using simple strategies x vathstand the wrath ol hve 
- - У = furious super enemies like. 
the Constructon Boss? 


Sume Blast Man fearlessly stalks Тін Sonic Uppercut explodes with such force that 
criminals in the straits a wave of sound smashes everything in tts path. 








- S Hammar the approaching menace with 
22 NINTENDO POWER Power Punches dunng tha bonus Hit Stages 





SONIC 
BLAST MAN 








Two attacks are all you reaily need The powerful Wind- To get the most out of the bonus areas you need to deliver 
up Punch sends enemies reeling. While punching, push three massive punches to the target. Strike when the fist 
the Control Pad in the direction of your foe. Use the 1s dead center on the target, but also try to get the Power 
Grab and Toss technique against armed opponents Punch Meter to reach its maximum, The longer you 
Move toward the enemy from above or below When wait, the more power you can use to earn a higher score 
you're close, Sonic Blast Man automatically grabs the 
fiend Now shake him and throw him at another enemy 
























Your maximum score for three 
bonus punches 1s 300 megatons. 
Youll heve ta time your punches 
chase to the time imt ta achieve 
the maximum 





With his scarf [lying defiantly in the wind and his 
super hero suit fresh from the cleaner, Sonic Blast 
Man looks like he’s cruisin, for a bruisin’ If 
he hopes to reach the Construction Boss, he'll 
have to mop up the pavement with thugs 





Only three enemies will ever appear on the 
screen at one time, leaving Sonic Blast Man 
plenty of room to maneuver. Try not to get 
sandwiched by attackers. Although the 
Я Jump Kick 15 a dangerous move, you can 
leap out of the way of danger if you huve to. 


CONSTRUCTION BOSS 


High on a building, Sonic Blast Man faces his 
first real test 11 seems а bit strange that the gird- 
er he 15 fighting on remains rock solid while the 
background sways, but the fight is tough 
enough. Use the Grab and Toss technique, or 
smash the Boss with your 100 Megaton Punch 


















Defeat enemies ond 
Көке over objects to find 
toad items. Sonic Blast 
Mon can replonish Inst 
energy vath food 
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stage: FACTORY FOLLIES 


И Sonic Blast Man's crusade takes him into а lac- 
tory where a new set of enemies tries to work him 
over. Use the Grab and Toss to close in on the 
quick Karate Kids and Gunmen The other ene- 
mies are just a bunch of sonic punching bags 















While Sonic Blast Man is using one of his Su- 
per Punches he becomes invincible, at least (ог 
a short ume If an enemy is closing in Irom 
behind, turn and fight immediately alter deliv- 
ering the Super Punch 

- ЕШ 








Avon the scalding steam 
fram the pipes by walking 
at the very top af tha 










The Claw Bros leap on Sonic Blast Man and 
rake him with their stecl fingers before you can 
say “cat my rust.” Use the 100 Megaton Punch to 
defeat one Bro, then altack the other with the 
Grab and Toss. 











Есте, alien shape-shifters haunt Some Blast Man as he 
takes to the sewers. When an alten transforms into a 
bubbling pool of ooze, 11 becomes invincible and toxic 
Attack only when it regains tts true shape 







THE MOTHER ALIEN 


3 Ai first, the Mother Alien releases pod: 
One АТ стпу altacks by smashing down | that become the Tentacle aliens. When 
on top of you from above. Keep moving atall | they leap, they'll try to wrap up Sonic Blast 
times and the alien will usually miss, then you | Man. Keep moving and punc o des 
бап destroy it, Also watch out for aliens that wrap | troy them You'll be home free once the 
you m a tentacle Push Left and Right on the | Mother Alien releases all her pods 
Control Pad to free yourself 


‘Ths alen stretches dawn from the eating 

te land on Sonic Biest Man. Keep 

mowing to avoid it When rt is 

standing an the floor go after 

BN, Move back and forth to tree ‘Leth your Wind up Punch 
yourself from the alien's gnp 
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этйағ: НЕ LABORATORY 


7 


























эт \ Sonic Blast Man has reached the laboratory ofa mad 
fé) scientist who stocks his halls with fiendish robots. 
err Fortunately, metal is no match for some power 
MER Although the graphics look good, expect some char- 
acter flicker and slow down 






Laser cannons mounted on mobile tracks 
in the ceiling fire down while you are 
being attacked by rohots It's easy to keep 
M in front of them or behind them during а 
ROBOBOSS пан 
This mechanical monster 15 too heavy to 
throw, but straight punches will crunch its cir- 
cuts The sure way to destroy its diodes is to 
use your 100 Megaton Punches Keep away 
from the Danger signs to avoid its missiles 
















The ultimate test for Sonic Blast Man is aboard the space- 
r^ d ship of the villain who has brought so much destruction to 

az Earth Appearances can be deceptive here, especially at 
«аа e шл the end when you come face to face with your mirror 
Image 





SONIC BLAST MAN 2 


Could the final enemy be Sonic Blast 
Man's evil twin from outerspace? If you 
defeat him, you'll learn the hidden truth, but 
it will mean fighting an enemy who ean 
match your every move. acool duel witha 
great eomie book finish 









The spaceship 15 filled with a crew 
that looks like men wearing space 
suits until you hit them and the 
suits come off, revealing aliens! 
The aliens are tough, but the 
Grab and Toss technique is effec- 
tive against them. 






Опсе yor wt a crew nember i wil be revealed ау an 


alten. Fha ships filled wath them and you must destroy 
them all 


This crewman wall pul up the 
fight of hrs life and yours 
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1993 Sony Music Entertainment (Japan) Inc 





This new title from Sony/Imagesoft is part two of Solstice, the NES adventure that 
introduced Shadax, the wizard. Now for theSuper NES, battery-backed Equinox takes 
players deeper into adventure, with hundreds of rooms to clear in cight levels 


—_ 
As the curtain rises on Equinox, Shadax is held prisoner use magic spells and special weapons. Like Solstice, 
by the evil Soma Glendaal, the wizard’s only son апдап Equinox has many hidden areas and secret doors, and 
apprentice wizard himself, sets out to find Sonia’s icy although the perspective takes some getting used to, it 
fortress and free his father, On his journey he learns to. has impressive sound and graphics. 


y 
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E WORLD ОҒ EQL 


Glendaal's quest begins in Galadonia, which was ravaged weapon, the Knife. He must use them to crush Bonehead, 
by storms after the departure of Shadax. There, the young the Galadonian guardian, before moving on to more 
wizard learns his first spell, Heai, and finds his first challenging regions across the bridges and beyond. 


NOX 









5. Quagmire 
6. Afralona 
7. The Ship 


8. Death 
island 









REBATS — — 


At First, а single, straight en shot will ground 3 bet Later, as you 
get closer to Santa's fortress. they're mara difficult ta beat, Stay 
clear of theer wings ang fire from the side 


TROLLS 
Go tse to tae with the Trolls that appear near passing clouds. 


When they pause рит and fire directly at their chests, then 
move out of their paths before they leap forward or sideways- 












GALADONIA 


With only 16 rooms, the dungeon of Galadonia 15 relatively small. 
Goto Room 7, pick up the Knife, then return to the first entrance 
and learn the Heal Spell in Room 4. 










A DIFFERENT PERSPECTIVE 


Usa this first area 10 learn tha angles In Room 3, change yeur direcson inch es far off the edge as 
you can jump over the spike 10 the first log Now possible ond jump over te tha ether two logs 









ENTRANCE 3 








ENTRANCE 2 


еф 










Tori’s dungeon has 34 rooms and several locked doors. Try 


block id pedestals h ledges, and if thi 
PUTSOMEPOWER BE eaten 
IN THE PUSH angle, sometimes you can't see the stepping-stone blocks there 


Push from tha right After е few seconds of shoving. the blacks g 1 


wall finally budge. When the block slides aut on the left side, 
walk arvund and use it as a step up lo tha Whita Key т 
а 7 ө g aN т 


R 2 ө ENTRANCE 1 ENTRANCE 2 
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© DEESO 


The 45-room Deeso Dungeon has four entrances. You'll learn to 
carry some blocks overhead and contend with others that push 
you around. The guardtan, Quetzalcoatl, 15 a real blockhead. 





ІП Room 13 push the circling pedestal olf the last track. 
yan shave it over next to the wall and use 1 to jump up 
ta the Taken. 


ма "make. 
i ^you fseb; М. 


e V 
t rooms. >оЙеп to £ ус your game. ж 
ATLE | QUAGMIKE 1 AFRALONA Ё ТНЕ 5НІР X 
< Ж. BR "NS 


> 


VA 


DUNGEON DISCOVERIES 


3 & Spell i 
А = ре! | Token oou 


Weapon A 











JIMBO JAMS 





THE CHOICE 
OF CHAMPIONS 


In the Dark Ages, 
before the arrival of 
the Super NES, we 
sports fans had to 
content ourselves 
with simplistic at- 
tempts to recreate Bas. 

our favorite sports . кене 
electronically. 5 Тһогеаи 
side-view charac- D. Ball 
ters with unrealistic б 

controls left us as frustrated as a surfer 
in the desert. We thirsted for a better 
sports game platform. Then came the 
dawn of the Super NES Age. No other 
system can plunge you into the heart 
of the action with superior 3-D per- 
spective graphics, extended color 
palette and Mode 7 effects In title 
more than one year, Super NES devel- 
opers have already created 50 sports 
titles, many of which set new stand- 
ards of excellence. The golden age is 
here, friends. It’s time to strap on your 
thumb pads and get into the action. 








ON THE SPOT SPORTS 


ALL Nolan Ryan's Baseball s Super Bases Loaded 
* Super Baseball Simulator 1000 = Extra innings = Super 
Battar Up «Cal Ripkin Jr s Baseball * Roger Clemens MVP 
Basaball 
LL John Madden's Footbal! * John Madden 
per Ptay ActionFootbalieNFL Footballs MVP 
ro Quarterback = Super High Impact 
Super Soccer = Super Soccer Champ = Gost! = 
World Leagun Soccer 
Bilt Lambser’s Combat Basketball e Bulls 
vs Blazers * МВА All Star Challenge * NCAA Basketball е 
Тесто s NBA Basketball 
EY NHLPA Hockey 93% Ни The се 
Amazing Tennis * Jimmy Connars Pro Tennis 
Tour * Super Tannis 
OLF Jack Nicklaus Golf e Trua Golf Classics Waialas CC 
*True Golf Classics Pebbie Beach «Hole In One * PGA Golf + 
Tha trem Skins Game 
б Super DIf Mond = RPM Racing= Top белге Zero 
FT ROC*Super MarioKart Test Drive? TheBuel*RoadRiot 
«Баса Drivin 
THER Calilornia Gamas 11 = Best of the Best Karate = 
George Foreman s О Boxing * ТКО Super Championship 
Boxing" Super Bowling * Super Black Bass» WWF Super 
Wrestiemans 
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Jimmy Conners racquets up 
another winner PAGE 35 





JOHN MADDEN FOOTBALL ' 93 


A NEW LINEUP OF OPTIONS DRAWS 


By Electronic Arts 


SAN MATEO, CA 
—It’s third and 
eight with two 
minutes Іей. Do 
you go for the big 
play, maybe a Deep 
Oul pattern from 
the Shotgun, or do 
you call a conserva- 
tive Off-tackle run? 
The huddle breaks 
and the team lines 
up. At the sound of 
your audible, the 
middle linebacker 
shifts into a hole 
Will he blitz? You 
take the snap and step back into the 
pocket, The sound of bene crunching 
in the trenches fills the stadium. 
Quickly, you check off your three 
receivers, then throw down the side- 
line for a perfect reception. The crowd 
goes nuts and so will most football 
fans when they plug into the action of 
John Madden Football 793. 


MADDEN RETURNS 


Madden 93 is easy to play and has the 
feel of the real game The biggest 


SANTACLARA СА- 
Capcom's MVP Foot- 
ball takes a шип 





third and 20 al your 
‘own two yard line 
wath two minutes left in tha gama and your team 
trailing by 11 points Hf you succeed, you босота the 
MVP Various ap*ons an tha Custom Satup screan 
includa беті рге Pro end Coach. Of course you can 
also play regular games wth ana ar two players. 






Good vision from behind tha quarterback makas control in Maddan 93 а snap 


change is the addition of the best Su- 
per Bowl teams of all time and new 
play options. On the passing plays, 
receivers automatically run precise 


Whan you push tha B Button after tha snap you gat 
three windows showing your recarvers. Just pick tha 


‘open тап and pass. 





BUFFALO GROVE IL 
= Konami s pigskin 
cantonder 15 NFL 
Football laatunng 
Moda 7 rotaban Dur 
img 4 pass the view 
changas fromsidetina 
10 in front of tha 
гасамег Other features meluda a playoff aptien and 
passwords Tha large characters look gaad bul it 
asn t aasy distinguishing your active playar from athar 
players. The scoreboard and playbook are awkward 
but Ihe vanety al plays i$ impressive. 








SCORES BIG 


PAKed CROWDS 


routes. On rushing plays, clearly 
defined characters make 1 easy to fol- 
low your blockers. The only problem 
1s the awkward process of play selec- 
tion. 


DEFENSE AND MORE 


The best teams use (ШЕ 
aggressive defenses, EA 
John Madden '93 
азо includes ап 
Attacking optioo. Create an eight-man 
front by using the Goal Line formation. 
The excelient balance of offensive and 
defensive control makes Madden 93 
ideal for two players. The historical 
teams add an even deeper dimension. 
Imagine the “what ifs?” What if Miami 
°72 met up with Chicago °85? Now you 
сап rewnte history. 






IT'S A WRAP 


If you want a true football experience, 
but you don’t want to waste precious 
hours learning complex control se- 
quences, John Madden Football 793 15 
just the ticket, Really the only thing 
missing is an option to play an entire 
Season, Who knows, maybe next year. 


POWER PLAYS 
AIG/SROTCUN/QEEP OUT 
OUT Bt 


t 
NORMAL/NERIUTB ПЕР TACKLE] FAST/GOAL LINE/Q3 SNEAK 








HOCKEY HEAVEN 


ARRIVES 


BIG PLAYS, BIG PLAYERS 
By Tradewest 


CORSICANA, TX—Let’s face it, т 
video football, the only position to 
play 1s quarterback That’s what 
Tradewest set oul to focus on in Pro 
Quarterback The — belund-the-QB 
view puts you close to the action—a 
real plus Passing ts easy to learn and 
offers good control for both QB and 
receiver. The playbook concentrates 





“The behind-the-QB view 
puts you closer to the 
action than any other 
football game to date.” 





on basic plays, which can be oriented 
to either side of the field. The play dia- 
grams are easily read, but there is no 












HOW THE 
COMPETITION 
STACKS UP 


JOHN MADDEN 
(DRIGINAL) 


PRO QUARTE 






























The ing figures are great on pass plays but they tend 
to blur together el the line af зсгиттоде on running 
plays. 


way to hide your play selection from 
your opponent Like Madden "93, Pro 
Quarterback doesn’t have a season 
option On the other hand, it 15 а fun 
two-player game that you can learn in 
а very short ime Standout features on 
Pro Quarterback include variable 
length of quarters, from two minutes 
to 15 minutes, six choices of playing 
surfaces including mud and snow, 28 
teams, and excellent sound effects 
Watch out for the over-the-middle 
pass It seems the computer defense 
can read your mind and usually winds 
up making an interception The great 
halftime stats are another plus When 
you add it all up, Pro Quarterback 1s a 
solid choice for two-player fun, but it 
probably isn’t the game for technical 
football fanatics 








SUPER PLAY 
ACTION FOOTBALL 








JOHN МАООЕМ 
FOOTBALL "93 
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NBA ALL-STAR CHALLENGE 


By LJN 


OYSTER BAY, NY —Here's your shot 
to join the ranks of the Dream Team. 
Take on the best players from each 
NBA team ın any or all of five basket- 
ball challenges: One-On-One, Free 
Throws, Three Рош! Shootout, 


Horse, and the One-On-One Tourna- 
ment, These are all games of skill, so 
once you've mastered shooting, you'll 
walk over the competition. 





Some of tha graptuc elements m NBA All-Star, like the 
reflections of players in 1he court, are stunning 


By Nintendo 


REDMOND, WA-Thi mega-Pak 
from Nintendo has been taking pun- 
ishment on the field for an entire sea- 
son now, and it seems to be holding up 
fine What sets Super Play Action 
apart from the crowd is the number of 
features including three levels of diffi- 
culty (High School, College and NFL, 
plus Normal and Beginner options), 
Battery-backed-up memory to keep 
track of seasons, more than 60 offen- 
sive plays, substitution of players, real 
NFL teams and logos, radar screens 


The Blimp cam view tram aveshead shows an angled 
slice ol е field 
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WHO’S THE BEST? 


OO шшш MÀ 

With a top star from each of the 
NBA's 27 teams, NBA All-Star Chal- 
lenge lets you pick your favorite player 
and challenge any other all-star. So 
who's the best? That's up to you. Each 


"The inside shot is defi- 
nitely your best chance to 
score." 





player certainly has his own skills, but 
once you choose him, you're in con- 
trol of those skills. As for control, 
shooting baskets 13 а matter of timing. 
Release the ball at the top of your 
jump Defensive skills like shot-block- 
ing come into play during the One- 
On-One matchups. It’s easy to jump 
out of position when blocking. so be 
careful to wait until the shooter jumps 
before going up to block the sbot. 
In Horse, the fancier the shot, the 


and more The game even comes with 
its own 32-page Playbook to help you 
make tough coaching decisions Super 
Play Action Football 15 so deep that 
certain aspects of it are quite complex 
For example, learmng to pass can take 
à lot of practice. You have to know the 
passing routes almost as well as a real 
QB This 15 not а game for the termi- 
nally impatient 


LEADING THE LEAGUE 


In Super Play Action Football, you 
can play as much football as you can 
handle. Choose a college team, and 
try to climb to the top of the national 
rankings Although the college teams 
arc fictional, they do represent many 
of the strengths and weaknesses of real 
teams In the NFL, you'll play a full 
season Each team has a playbook of 
32 offensive and 16 defensive forma- 
tions suited to the style of play of the 
Teal NFL team Ifyou have а good sea- 
son, get ready for a brutal post-season 
campaign 





better in this classic schoolyard game. 
Practice long sbots to prepare for your 
match. In the Three-Point Shoot Out, 
you have five shots from five loca- 
tions, 

Іп the One-On-One game, you can 





have tbe match length determined by 
timc or points and you choose Winner 
Outs for an extra challenge. The 
action can be fast, but player control is 
awkward, especially on defense. The 
inside shot is definitely your best 
chance to score. Try this as a two- 
player contest for peak excitenient. 


Real 1aams add a winning touch to Super Play 
Аспап Fastball 


ae QNO OPEN То pug, Ic 


TENT SALE 


JIM'S SPORTS EQUIPMENT 


EVERYTHING MUST GOL 


VELCRO 
$34.95 $79.99 





BULLS VS. BLAZERS 


By ^ By Electronic Arts | || 


SAN MATEO, CA-It’s been a long 
time in the making, but Bulls vs. 
Blazers and the NBA Play-offs is 
finally here. EA uses its proven for- 
mula of game options including two- 
player, pre-season, regular season and 
play-offs, plus passwords and custom- 
ized length of quarters, The action 
takes place on a horizontal court with 
real players and teams, which is a defi- 
nite strength of the game. The graph- 
ics also look sharp, especially the 
close-up animations. 











MARQUEE 
MOVES 


One star player 
from each team can 
take a spectacular 
Marquee Shot, 
given the right con- 
ditions. The only 
problem 15 that it is 
often difficult to * 
identify players because their jersey 
numbers are usually illegible. Unlike 


some basketball 
games, Bulls vs. 
Blazers docs not 


mations 
Defensive play is 
a nightmare іп 
Bulls Vs. Blazers until you adopt a 
simple strategy Stay under the basket 


OFFENSIVE STRATEGIES 


1 Feed tbe ball to a player under the 

basket for an casy, high percent- 

age shot. Finding thc open man can be 
tougb. 


2 Fake the defense by quickly tap- 

ping the A Button. Your opponent 
will jump and come down out of posi- 
tion. That's the time to shoot. 





H 





By Nintendo 


REDMOND, WA-The art in “state- 
of-the-art" begins with NCAA Basket- 
ball from Nintendo and Sculptured 


The Marquee Shot is tricky 

because you can only shoot it 
when the right player has the ball, and 
it is hard to identify players. 


4 Get the ball to your best shooters 

by stacking the offense. Substitute 
your best shooters, then go for the 
three-point shot. 





THE ROAD TO THE FINAL FOUR 


Software How do you match the ex- 
citement of college roundball? NCAA 
Basketball makes it look easy. You stay 
in the action using Mode 7 rotation 
and scaling. You put in the hottest 
teams in the country. You let them 
play the regular season, then head to 
the play-offs 

The behind-the-player view has 
revolutionized the way video sports 
fans will think about future games 
Why? Because it feels real, Period. 

This 15 true basketball with play 
calling, stats, coaching, aggressive 





“Stay under the basket and 
utilize set play for- Challenge anyone who comes 
near you with the ball.” 








and challenge anyone who comes near 


you with the ball. The problem with 
standing under 
the basket, how- 
ever, is that some- 
times the opposi- 
tion has a good 
outside shooter, 
You also have to 
be careful of being too aggressive. The 
refs are whistle-happy, and they'll be 
all too glad to send your top stars totbe 
bench. 

Basketball is probably the most dif- 
ficult sport to reproduce electronically 
on a video game format due to the 
constant, shifting motion. Bulls Vs. 
Blazers succeeds best in providing the 
basics. You get real NBA teams and 
players. What you don’t get is realistic 
play. Casual hoopsters will find it easy 
to learn, but to master the subtleties of 
Marquee shots and substitutions will 
take time. 


| 
| 
| 
К] 





defense and skilled offense It may 
sound like a commercial, but the truth 
is they just don’t get any better than 
this. 
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NHLPA HOCKEY 93 


— Ву Electronic Arts  _ Electronic Arts 


SAN MATEO, CA-—If anyone is dedi- 
cated to sports, its EA with their 
EA sports lineup. The newest, and 
maybe the best, is NHLPA Hockey 
°93. The EA team that designed 
NHLPA captured the fast but flowing 
nature of real pro hockey in a decep- 
tively simple looking game. Standard 
EA sports features include play-off 
mode, two-player action, instant 
replays and a password feature. 


The PA in NHLPA stands for 


Players’ Association, not Pennsylva- 
nia or your dad. What that means 15 
that the characters in the game are 





HIT THE ICE, OR ELSE! 


By Taito 


WHEELING, IL—From true hockey 
action we move to comic hockey 
action with Taito’s Hit 
The Ice. This is really 
more of a street fight- 
ing game on ice. The 
Video Hockey League 
holds its matches in 
narrow rinks with 
teams of one goalie 
and two other players. Animation on 
the large characters is fun, especially 
when they tangle, but the actual play 
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“This is really more 
of a street fighting 
game on ice.” 





The rink is lerger then the screen — two screens wide by three screens tall 


derived from the real rosters of pro 
hockey teams. The teams themselves 
are ranked in ten categories includ- 
ing Shooting, Skating, Passing and 
Checking, so you can compare team 
strengths and weaknesses before you 
face-off. You also have the option to 
restrict penalties, allowing players to 
cbeck and fight freely without being 
sent to the box. If you choose to play 
by the official rules of hockey, be sure 
you know what ıs meant by terms such 
as "icing " 


has about as much to do with hockey 
as Looncy Tunes. 

So what's the point of Hit The Ice? 
Hitting the other guy is the main strat- 
egy. In such a narrow 
tink, it’s virtually im- 
possible to skate away 
from your opponent, 
so you must duke it 
out You'll have а 
choice of teams, each 
with playets who spe- 
cialize іп some super checking moves. 
Scoring isn't easy. The Goalie 1$ two- 
thirds the width of the goal, making it 
difficult to slip a shot past him. If you 
succeed in scoring, the animation 15 
great. In the tournament mode it is 
absolutely essential that you do score, 
since winning is a requisite of reach- 
ing the championship. As а two- 
player game, Hit The Ice can be fun, 
but if you are interested in playing real 
hockey, then stay away from this Pak, 
because the ice is just too thin. 





HOCKEY IS 
POWER 


Some players think that 
fighting is the essential 
clement of hockey, but if 
you do away with penal- 
ties, you lose one of the 
most important strategic 
aspects of the game—that 
of the power play in 
which one team has an 
extra-player advantage NHLPA gives 
you the chance to have it all, either 
with an all-out brawl or a tightly 
tefereed match. 





FOR THE CIVILIZED HOCKEY PLAYER. 








A DOSE OF AMAZING TENNIS 


By Absolute 


GLEN ROCK, NJ—What is most 
amazing about Amazing Tennis is the 
care that went into the programming 
of the animation. The moves you see 





“What is most amazing 
about Amazing Tennis is the 
care that went into the pro- 
gramming of the animation.” 





on the screeo are the same moves that 
tennis coaches around the world 
struggle to teach their students. Foot- 
work, for instance, is essential in set- 
ting up a shot, and Amazing Tennis 
will show you how it’s done. Credit 
the low-to-the-court, behind-the-play- 
er view for drawing you in. The con- 
trol interface also adds to the true feel 
of the game. But this game is not a 
teaching program. It ts a true sports 
game with a 15-player tournament 
mode or single matches against any of 
the players. 














By Ubi Soft 


SAUSALITO, CA—When one of the 
greatest tennis stars of all time puts 
his name on a video game, people 
take notice, and with Jimmy Con- 
ners Pro Tennis Tour it ts well that 
they should This game caters more 
to the casual tennis player than 
Amazing Tennis. 

The action itself. 
ranges from а 
superior traming 
mode to world- 
wide tournament 
play Your options 
include — playing 
singles or doubles, six types of court 
surfaces including a whimsical court 
in an Antarctica blizzard, and pass- 
words for continuing the pro tour. 


TENNIS 101 


Inexplicably, Jimbo doesn’t do the 
teaching honors himself Five fic- 
tional coaches demonstrate Service, 











Greal animalan and inlorasitng perspactives maka Amazing Tennis a challenge for the toe tennis nut. 


THE DARK SIDE 


Next up is perspective, which is supe- 
rior when you are on the near side of 
the court and awkward on the far side 
of the court. Not that it is impossible 
It’s just that you'd probably not have 
much fun serving from the far side of 
Amazing Tennis—sort of the tennis 
equivalent of being on the dark side of 
the moon 


JIMMY CONNERS PRO TENNIS TOUR 


Net Play and other techniques. If 
you're into gain without pain, try the 
Easy Control option that moves your 
player into position, All you have to 
dois swing the racquet, It doesn't get 
any easier than that, 

Tennis is not justa game. 17521502 





Practice your Service and Net Play with professional 
trainers 


spectacle, and for those players on 
tour, 175 a way of life. Once you've 
mastered the basics, go on tour to 
exotic locations around the globe 
You can compete at Amateur, Inter- 
mediate and Professional levels of 
play If you win, you'll earn points 
and step up on the rankings ladder. 


David Crane, who designed Amaz- 
ing Tennis, knows of what he speaks 
when it comes to tennis and video 
games. His goal of creating a real ten- 
ms environment, rght down to the 
digitized sound of the umpire's voice 
calling the score, is largely successful 
and makes the game fun to play, espe- 
cially for people who love the pure 
sport of tennis. It puts you right on 
center court 


TOP SEED 


Jimmy Conners Tennis is a game 
everyone can enjoy Climbing the 
ladder of success in the tournament 
circuit 1s particularly fun. On the other 
hand, there is no two-player option, 
the graphics are cartoon-ike, and the 
only pro in the game is Conners. Too 
bad he doesn't go up against Agasst 
or McEnroe. Still, there are enough 
options and fun in this game to keep 
the ball bouncing for a long time 











LECT 
if OURNAMENT 


TR ) 1 [ 
кый зі. 


STRALIAN OPEN 


же СЕ 













Earn victory points and move up sho ladder to number 
one, 
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BEST OF THE BEST 


By Electro Brain 


SALT LAKE CITY, UT —fournament 
karate made its debut recently on the 
Super NES with Best of the Best 
Championship Karate from Electro 
Brain and French 
developer, Loriciel 
Dor't confuse this 
game for the movie 
of the same name; 
theres по соп- 
nection. Although 
karate may not bea 
main-stream sport, the action in- 
volved in this martial arts contest 


іп this 


“the action 
martial 
contest requires prac- 
tice and skill." 


requires practice and skill just like 
more familiar sports, One of the great 
things about Best of the Best is the 
variety of kicks and punches available. 
It’s up to уой to choose the moves 
you'll take into the ring. Other options 





include Preview 
(your opponent), 
volved Training. Alter 
arts Look and, of 


course, the Match 

You won't begin 
your karate career 
at the top. Getting 
there will take victories in the ringand 
à meticulous regime of training. Build 








—— ^ мыйы ИЙ 


THE SECRET KUMATE 


After the relatively safe 
and refereed challenge 


« 
of the tournament “the Kumate 
comes a darker chal- 
lenge—the Kumate 


The Kumate 1s a no- 
holds-barred series of 
karate challenges. Win 
fiveregulartournament 
matches to get there, 
then face five more 
superior fighters in the 
Kumate. If you win at 
this top level of compe- 
tition, the rewards will 
be great, But if you lose, 
you'll lose big. Unlike 
regular matches, you can't choose 
your opponent, nor can you examine 
his record. Use your full repertoire of 
moves during the match. Even though 





no-holds barred ser- 
ies of challenges." 





Pretrain for Kumate before you reach the 
final regular match 


there is no referee, you 
5 will win on moves if ner- 
Б а ther fighter is KOed 
Build up your attri- 
butes in training ses- 
sions before you reach 
the Китае. Опсе 
there, you will not have 
the chance for further 
training. There 15 a 
second way to increase 
your attributes, and that 
is through winning. 
Tough matches that 
result in. victories. will 
increase your Strength, 
Reflexes and Resis- 
tance. This means that you can get 


stronger during the Kumate, but these 


fighters are truly the best of the best. 








up strength, resistance and reflex in 
the three training activities of Spar- 
ring, The Bag and Kick Pads You'll 
increase your skills faster the first few 
times you tram than in later sessions, 





Improve your basic strengths through extensive training 


THE MOVES 


Great animation and a huge variety of 
kicks апа punches—53 in all, of which 
you can take 13 into the ring—are the 
heart of the action. Customize your 
moves, then use as many of them as 
possible during а match. If you don't 
get a clean knockout, you'll be judged 
by how many moves you used, 


BEST OF THE HITS 


Look for the top moves shown below 
as you flip through the screens 
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CAL RIPKIN’S BIG D 





By Mindscape 


NOVATO, CA-Some players ask 
*How many baseball games do we 
need for the Super NES?" while others 
suggest that until somcone gets it 
right there will be room for new 
titles. Make room for Cal Ripkin Jr.'s 
Baseball from Mindscape. This game 





"This game does a num- 
ber of things as well or 
better than any other 
baseball game..." 





does a number of things as well or 
better than any other baseball game, 
but it isn’t perfect, either. Options 
include passwords, Zoom Windows 





On/Off, league play or exhibition for 
one or two players All the basics. 
The fact is that Cal Ripkin Jr. is a no 
frills Pak. The emphasis is on base- 
ball, period. 

Most impressive is the speed of 
the throws, whether they come from 
the outfield or infield The ball 


doesn’t take several years to reach the 
infield from deep center like so many 
other games. Double plays are very 
possible, and even triples. As for hit- 
ting, you can swing low, high, or flat. 
Just as in the real game, though, you 
have to havea good eye. The only real 
flash in the game comes when you Int 
a home run. An animated sequence 
takes over as you run the bases. 


SLOW PITCH 


On the downside, unless you choose 
Baltimore, Cal himself doesn't really 
enter into the game. Much worse, 
Mindscape didn’t include all the 
major league cities, which is pretty 
disappointing. As for the actual play, 
the only fault is the slow speed of the 
pitching, which 15 pretty weird con- 
sidering how fast everyone else hurls 


- the ball Cal Ripkin 1125 Baseball is 


designed for players who like the 
true feel of baseball without gim- 
micks, 


Realistic looking players take the field in Cal 
Ripkin Je 
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ROGER 
CLEMENS MVP 






























By LJN 


OYSTER BAY, NY—From the same 
people who developed NCAA Basket- 
ball at Sculptured Software comes 
Roger Clemens MVP Baseball for 
LIN. In addition to all the standard 
features including major league play 
with passwords, one- or two-player 
options, etc expect some novelty. The 
view switches dramatically as soon as 
the ball is hit, from behind the plate to 
behind the nearest defenseman in line 
with the ball. What this means is that 
you are switched to a view where you 
can really control your infielders and 
outfielders. The perspective is low to 
the field to add to the sense of reality. 
The switch takes a little getting used 
to at first, but very soon it will feel 
quite natural The pitching, as you 
might expect from a Roger Clemens 
license, features excellent control. 


Changing perspectives sot Ragar Clemons MVP арап. 


SUPER BATTER UP HAS IT 


By Namco 


SANTA CLARA, CA—What docs 
Super Batter Up have? How aboutall 
the major league players for starters, 


full league play Irom the creators of 


RBI Baseball and а world-wide 
reputation as а winner 

The Japanese version of Super 
Batter Up, has been a multi-million 
copy seller in Japan due to its level of 
detail From great animation to solid 
play control, Namco has done the 


job Take, for example, the anima- 
tion of a base runner kicking up a 
cloud of dust when he slides into 
third, or the manager gesturing at 
the ump after a questionable call 
The views from behind the plate 
and the overhead view of the inficld 
are great You always know where 
the ball is and which player is under 
your control Not so great is the fact 
that you can't always tell from the 
shadow how far into the outfield a 
ball will fly, but in general, defense 1s 
simply a matter of playing smart and 


reacting quickly. The final word is 
that this 1s real baseball with the best 
players in the game and the right 
options 
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ind stockpiling top ons Irom World 
Superpowers No one is exactly sure how the 
ons аге slolen. What they do know т all 

al the thefts occur in an instant with a blinding 
flash al light) This sinister army was tracked 
malfunction in their 

allowed their location E 


approximated 

volcanic island in the 
trol of the only military 
trating the base 

tackle this dangerous 
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1892 The Sates Curve Ltd. 





Sunsoft’s Firepower 2000 15 an extremely difficult game Be 
prepared for an all-out struggle И vou decide to pup this one 
into your Super NES' However, because you can choose 
between two powerlul vehicles and because it has a two- 
player simultaneous option, it’s a blast to play! 


The vehicles are contralled diferentiy 
We suggest using the Je 


Each vehicle has use ol the seme weapons 
Yeu ll begin the geme with Bullets Flame ond 
Piesme The Laser and lonic weapons will 

he added to your arsenal along Ihe way 


FIREPOWER 2000 
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Let the attack begin! The outer regions 
of the enemy base aren't very well 
developed Shoddily-built storage sheds 
und crude trenches are some of the ob- 
stacles that the Jeep will have to con- 
tend with Even though each stage 
scrolls vertically, the actual combat 
zone 15 about one and one half screens 
wide Make sure that you travel to thc 
left and right extremes as you progress 
to avoid missing valuable Item Pods 








lest the green engy Irenstormers to сезе в Ster to eppeer The 
Plasma wenpon works greal 


к. THE JUNGLE - 


Giant tanks and an armada of encmy 
aircraft will be waiting for you and your 
vehicle in the lush jungle environs By 
this time, you should have amassed a 
substantial number of Special Weap- 
ons Difficult situations are bound to 
оссит here because ships will come at 
you from the front and the diagonals at 
the same time Fire off one of your Spe- 
cial Weapons to help you escape these 
intense situations 





Keeping the Jeep s turrel locked and firing in а diegonel direction 
15 в goad strelegy here 


к THE RIVER BED | = 


When you reach the dam in the River Bed stage, the Jeep undergoes a transforma- 
tion. It changes from a land vehicle into a boat You'll have to adjust to the control 
of the boat, as it differs from the Jeep’s. The boal is a bit faster and, as most boats 
do, и drifts off in the direction is travelling You'll have to bea bit more active on 
the directional control, 


SHIELDS 


Blasting a Red Mine will make 
1 Shield appear, It has two spe 
cific properties that will protect 

зи, one offensive and one 
defensive Don't pass them up 














You l| be tovincibla for 12 seconds with the Shield An 
enemy destroying blest occurs r you shoot a Sheeld. 
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Destroying one of the tanks мий yield e Ster A few seconds of 
constent fire should be enough to de them in 


The dam 15 the frensitionel (осапап 
The weapon abilities ага ехөсіу the 
seme in the Boet but the contral 
changes e int Be prepared 10 be 
more precise wilh your movements 


Stey to one side 
or the other in 
this area so you 
wart get ceught 
in the crossfire of 
the missile 
launchers 



























Upon arriving at the underground toree’s mili- 
tary air base, you'll leave your vehicle behind on 
the runway and take over the controls of a super- 
some Jet Fighter The control of the Jet is the 
same as that of the Helicopter You'll only be 
able to fire in a forward direction, А giant air 
ship at 30,000 feet is your main target Avoid the 
spinning rotors Concentrate your fire at the 
drive shaft ol the last rotor 











Here's tha vehicle transihion point Take ta the unfriondty 
skies in a Jet Fighter! 


E THE VOLCANOES 44- 


The lifth action-packed level in Firepower 2000 
1% not particularly long, but it has a lot of 
hazards The underground forces appear to be 
tapping into the violent power of the volcano 

Lava and molten rock will be flying everywhere! 
Thus stage may be more difficult for the Jeep It 
will have to leap over small lava lows and cross 
larger flows on grate-like platforms You'll find 
the powerful lonie weapon in several Item Pods 



























The Helicepter has по problem with tava flows but the 
Jeep must find placas 10 cross. 





Here, in the sixth and final 
stage, you'll find the brain of 
the mulitary's. defense net- 
work That is, if уоште lucky 
enough to make it through to 
the end! The enemy forces 
will throw everything they've 
got at you The narrow pas- 
sages of the base's inlrastruc- 
ture will force the Jecp to fol- 
low certam paths Be pre- 
pared to leap at any time 
Don't be shy about using 
your Special Weapons, either 
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Blest the detaching guns with one ol your Special 
Weapons to lake them out 


Aher blasting an Пет Pod apes pick up all of the tonic 
Weapon tokens that come out to increase the pawer of this 
potent weapen 


The nerrow passageweys їп 
the enemy base are fined with 
powerful flamethrowers IF 

you те using the Jeep shoot 
thagonally ta take them ou! of 











VOLUME 44 43 


(Li 
MOR 


№ From Agent #126 
Stage Select and More! 


The Force will be with you when you key m a versatile 
code for this hot title It allows you to select stages, add 
lives in reserve and much more When the Start Game 
and Option Menu entries appear on the opening screen, 
press the controller huttons in the tollowing order А. 
ATASAN KABOB. B Вх Хх D NN 
B. Once the code is entered correctly, you'll hear the 
sound oi а Jawa If you haven't heard the sound, turn 
the power off, then on again, and enter the code once 
more. The first visible sign that the code has been 
entercd correctly 1s a screen which allows you to 
choose from any of thc game's three heroes 


Pass А, А, 
XXAY.Y 


X, B, B, B-B, Y, X, X, 


Whan you start the дате you ра 
and B again 


able 10 choosa from three heroes 


When the action begins. you сап instantly clear any 
stage from any point by pressing the Start Button on 
Controller Il The "Stage Clear” message will appear, 
your points will he tallied and you'll move on to the 
next stage 


Press Start on Controller И. Tha staga will and instantly 


If you'd like to change the conditions even more, press 
the L and R Buttons on Controller H simultaneously. 
The Game Debug Menu will appear Here you can 
select any stage of any area, build up to 99 lives in 
reserve. add to your character's health meter, change 
the current hero and select one of several powertul 
weapons, Once things are to your liking, press the Start 
Button to begin agam You'll warp immediately to the 
desired area. 


Press and R on Coniraller И ШК) The Game Debug Manu will appear 
naously 


Changa tha conditions as you like You Il be able 10 start again anywhara 
thom Inthe gama 


H From Agent #912 
Custom Characters 


By knowing a special code word, you can change the 
names of all of the characters im this street fighter, Once 
your game 1» over and you have a chance to enter your 
name, key in "CHRCONF" as и 15 shown im the photo 
below The Character Name Configuration screen will 
appear, showing the names of the game's fighters. 
Change these names to monikers that are more familiar 
to you. Then start the game арат and fight through the 
streets with newly named characters 





—— сы а ЗИ 


PEBBLE BEACH 
т" GOLE LINKS 


E From Agent #423 
T&E Tricks 


This True Golf Classte from T&E бой 15 built with a trio 
the name of the company By 
“in the tenth spot ге; 
you'll be able to perform the 
first one allows you to g ly to the main menu 
reset thi і hold Left 
id along with the hei 
| Deck Other tricks let you skip to the gar 
5 If you press and he 
on the C ol Pad along with the Е. Button, ther 
Reset, à picturesque scene and the credits will surface ЇЇ 
ou press and hold Down on the Control Pad along with 
the L Button, then press Ri trophy will appear. 


the Cor 
credits and trop 


Enter T&ESOFT in the tenth plac Left and L, then press 


DESERT 
STRIKE 
RETURN T: I THE GULE 


E From Agent #092 
Ten Copter Code 


Fly into this multi-mission challenger with ten heli- 
in reserve instead of the usual three Betor 
г mission begins, enter "BS9JS27" as your pass- 
word. Then enter another password to take 
E ed campaign or, press the Start Butlon to E 
the game When you take a look at the ma 
you'll see that you have ten lives ІП rc 


м to 


n PASSWORD 


Go into the muss 


№ From Agent # 
Auto Initials 


Instead of enter: your own inttuls when you 

high score in this mega-popular Super NES game м 
can put “SFI” into the ranking hist in one 
After your character has been defeated and you've giv 

en up the chance to continue, your ranking and a cursor 
will appear in the upper-left corner of the screen 

Choose to end the entry without keying in any initials. 
When the ranking Itst appears. the game's initials will 
appear in place of a blank 


4sy step. 
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Е From Agent #617 
Stage Select Plus р 


You can go anywhere and do anything in this thrilling 
space- shooter by carrying ош a series of button- pushing 
тапсиуегв. Highlight the System Configuration option | 
on the Select Screen, then press and hold the R Button 
and press the B Button When the System 
Configuration screen appears, press the L and R 
Buttons on Controller II simultaneously. A tone will 
sound and the Special Environments options will 
appear, allowmg you to change the stock of ships (max- 


imum of five) and the number of credits (maximum of 


nine) Next, press the А. B, X and Y Buttons on 
Controller 11 simultaneously. A tone will sound again 
and the stage select option will appear, allowing you to 
choose your starting mission. up to Mission Five 
Finally, press the Start and Select Buttons on Controller 
11 simultaneously When you hear the tone again, you'll 
be able to merease your stock of ships to 45 many as 30 
and your eredits up to 99 You'll also be able to choose P 
to start fighting т any of the game's eight missions, 


4 " 


Highlight the System Configuration Press m um ав u 
option Then prass and hold Н, and simultani 
Enviranments gl pe 


Press А В X and Y on Controller It 
simuttaneously to call up a restncted 
stage selact. 


Whan all of the options are available, 


simultaneously to maximize their lumrts 







A popular осһуйу omong Nintendo gome 
experts is developing tips ond strategles If 
you'd like lo shore your own speciol tips wilh 
us, send Ihem tn! Choose your own ogent 
Number (3 digits! ond be sure lo Include il with 
your tips 








NINTENDO POWER 


| 


prass Siart and Select on ConeolarE | jn the clouds, on the left side a curious pond, go to the 


: Our Address is 
Nintendo Power | 
Classified Information 
P.O. Box 97033 

i Redmond 
1 98073-9733 


№ From Agent #926 | 


Out-of-the-Way 1-Ups 

If you stray from the main path in this fast and fun 
adventure, you can often find |-Ups and Magic Food 
Bags Our agents have staked out Stages Three and 
Four and have discovered two hidden areas which eon- 
tain special items in each of the stages. 


Stage Three 

The second section of this stage tikes place m a eave 
with winding passages. At one point, you'll соте 
across a path that ends with a pile of Star Boxes When 
you inhale the Boxes at the bottom of the рие, you'll 
reveal а small doorway. Enter the doorway and drop 
into a secret passage. You'll find a 1-Up at the end. 































ете 1 
Fly through ths hidden passage an 


Inhale the Star Boxes at this ale 
collect a 1-Up attha end 


and stap into the opan doorway 





Late in Stage Three. 
you'll take on a bunch of 
wacky ereatures There's a 
hole at the base of one of 
the masts. Take out a Star 
Box to clear your way to 
the hole. Then climb m to 
collect Pep Brew and а 1- 
Up m the hidden chamber. 


Stage Four 
You'll encounter a maze of clouds about halfway 
through this stage, When you arrive at a narrow passage 


Enter the hole bottom ol this 
masi to discover a pair of hidden 
drests 








WA 



























end and press Up on the Control Pad. You ll enter 
| a hidden passage and drop into a strange secret 
| area. Use a Mint Leaf to fly through this starry 
stage and pick up Power-Ups along the way, 







Choose the Saved Pilal opuon and. Return 10 1he menu, choose Ihe 
enter 4083CB1é ns your accoss code «Й Theatre entry and press Select. 


T 


—— 


ra 0s 


Wolk to the and of this passage end Search for special toms while flying 
press Up 10 enter a hidden eren through this socra! zone 





| At the end of Stage Four, you'll fly up to a floating 

| palace where your second meeting with Kracko occurs. 

| Instead of entering the palace, you can get to Kracko by 
another route and earn special items along the way. A 
Crescent Moon floats above the palace. Touch the Moon 
and warp to a special area filled with stars and clouds. 
You'll find a 1-Up and a Magic Food Bag as you fall 
These items will help you prepare for your next fight 


The first mission май be shawn Press when you've erred в] 
Up and Down to change и. a desired assignment 








№ From Agent #721 3 
Easy Money 


Our agents have perfected a way to earn Gold quickly ‘ 
at the begmning of this long adventure by selling ой an 

endless supply of goods. After you leave the castle. ; 
walk to the Adventurer's Hall of Registration and cre- 

ate a list ol soldiers. Then walk downstairs to the eatery 

and enlist three of the soldiers. Soldiers come equipped 

with Clubs and Leather Armor, By selling these items 

m the shop outside of the eatery, you can make more 2 
than 400 Gold Coins. After you've collected the money, T 
take the soldiers back to the eatery and remove them Е 
from your party. You'll be free to enlist three more sol- 

diers for another round of item thievery or to gather a 

more diverse group and begin your adventure 





Fiy toths Crescent Moon above the You'll find e 1-Up end s Мес Food 
palaca end warp to в secret zone Bag ss you fall through the area 





№ From Agent #747 
| Mission Select 


Page 37 of the instruction booklet for this bombing mis- 
sion simulator describes how to use the access codes. 
The page includes an illustration of a pilot jotting down 
a code on a clipboard While this 1s not a valid code as 
it 1s written, you can enter the code backwards to trig- 
ger a mission select and invincible fighter mode The 
correct access code is 4093СВІ% After you key it m, 
return to the main menu, move the cursor to the Theater 
entry and press the Select Button. You'll see a world 
map with a description of Mission One. By pressing Up 
and Down on the Control Pad, you can choose any of 
the other missions, including threc secret missions. 
Once you've arrived at the desired assignment, start the 4 
game and carry out your commands Your plane will be Sey off the soldiers equipment fora Take the soldiers baca to the eatery 
invincible, so the mission should be a cinch. total af more then 400 Gold Cors ‘and remove thom from your party 
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Enlist three soldiers to your party o1 
Luise s Eetery 


Create а list of saldiars at tha. 
Adventurers Halt of Registretion 
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"HOW DO I FIND 
THE CRYSTAL SWORD? 


o find the Crystal Sword, 
which can be used by the 
Paladin only. go to Floor B6 of 


Lunar Subterrane where you find two 
ladders side by side and climh down 
e left ladder 


IL doesn 1 look like you can cross here, but keep walk 
ing You ll crass tho дар on an invisible bridge 


Turn to your left and walk straight 
over the рар Next, go up to the left, 
turn right and walk through the wall 
Go down, descend the ladder, continue 
down, then go all the way to the right 
und up to step inte a portal. From 





When you finally reach Floor B5 you Il see the Crystal 
Sword hut you wan t takn it without а fight 


Megan Faris 





there, go up across three ladders to the 
room with à save pomt The lower exit 
leads to the Crystal Sword in the upper 
right. but you must battle the em 
Гоги When you fight the beast, expect 
Wall, Nuke and Meganuke attacks 











Arm your party and prepare to fight for the sword The 
Wyvern mounts a devastating Megenuko attack 








here are four chests that hold 
valuahle treasures in a room 
below the Town of the 


Monsters. Take a secret transporter to 
reach the room Walk directly up from 
the lower chest until you reach a wall. 
then take one step to the right, There 
will he a faintly outhned square on the 
floor above you. Step onto the square 
1o be transported to the room below 
There you'll find an Ег, ап Ether 2 
and the Samurat Bow and Arrows 
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sts rasbng below 
wayta rasch them 


You cen see the lour treasure с 
but there seems to be no р 








Walk ир and over from the lower chest Upon closa 
exeminstion you ll ses а faint square Stop on it 


" WHERE DO | FIND THE 
PASS IN GRASS VALLEY? 





hen you talk 1o the boy 
who blocks the cave 
entrance, he tells you that 


you cannot enter until you have a 
Pass. To find the Pass, 








is our cret 
age. | cannot tet 
through without 


ards the entrance Io the 
ou must have the Pass t0 ente 





etal Mantts, the guardian of 
Grass Valley, has a deadly 
grip Не stands in the upper 


part ol the room on а platform con- 
ected to your area by three conveyor 
belts Equip a Medical Herb, then 
walk up the center belt holding the R 


Button When the sword touches 
Mantis, walk backwards to avaid 
bumping то him. You do not need 
to use the Zantetsu Sword, which you 
receive later in the game, 10 beat him 





southeast corner of Grass Valley and 
walk to tl st the other boy's 
house The other boy won t tell you 
where their treasure is, so don't both: 
er talking 10 him Instead, go to the 








ақ; A 


vou following me? 
ili aot tell vou 
where our treasure i 





E 
Travis Williams 


Tulip near hts house and push it 10 
the left. The Tulip will move and 
you'll find the Pass Take it to the 
boy guarding the cave entrance 10 
gain admittance to the secret passage 


















After ihe hoy leaves, push The Tulip asidt a: 
the Pass Now you can 


d pick up 
ter thu secrol passage 


€ 











tal Mentis eihar shoots three fireballs straight 
ad or iras disgonally f you stand to one side 


‘Use Ihe Crab Walk technique taughi 10 you by ons of 
tho villagers to defeat Mantis with little effort 





HOW DO I FIND THE ICE ARMOR? 





ith the Ice Armor, you can 
keep your cool m the hottest 
Situations. И’; hidden п a 


Treasure Chest in Greenwood, but you 
сап get to iL until you tap into a 
Stump's dream. Go to the island. with 











The Treasure Chest that holds the Ice Armor 
Wood bur the path to її is bloc! 





northwest Grow 


the slumbering Stump and use your 
Dream Rod You ll enter its dream 
behind the trees Don't talk to the 
bird--that will make the dream end 
Instead, walk to the right behind the 
tree and step onto the Monster Lair 10 









When you enter the Stumps drea 
the trees Walk over to seal the Lair on tha righ 


make the bushes and rock below и 
disappear Now, exit the dream and 
return to thal area The path you 
opened in the dream will still be there 
Walk up and go left behind the tree to 
reach the chest and retrieve the armor 





When you return usa the path you cleared in the 
dream Walk left, behind the tre to roach the chest. 
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«ІНЕ EMPIRE STRIKES BACK 


HOW CAN | CROSS THE DAMAGED 
FLOOR IN ECHO BASE? 


сез Leia tells you that you 

in't cross the damaged area 

on loot, so you'll have to lind 
another way across Look for an 
ATST Walker in the area two Moors 
thove the damaged floor Stand to 
the lelt of the three blocks there, 
shoot the top hlock away, and attack 
the ATST with your gun. Stop firing 
Just before 1 crumbles. then jump in 
ind pilot it across the faul 

















floor е just slun tt, With yo! s, Ihe ATST Walker becomes 
d o nagad fioor 








ШЫ 
he huge Flying Insect appears land will determine whether or not should show Stand there at the edge 
only in the jungle ol Dagobah the insect will show. I you land and attack hy jumping and firing 

luckily lor you A good way short—too close to the vine—it with the Laser Gun After you score 
lo wage your war is to uthickh when won't appear until you jump the gap. several direct hits with the laser. 
the big bug 1s barely on screen. You If you land at the very edge of the you'll see just a small part of the 








must Jump the vine, and where you hranch, though. a bit of the bug explosion taking place olf screen 








over Ihe vinie het 


on {wus yo ТІГІ 
г won 1 show up on 





vet on the right side ol the bian 


әз some pert ot th 


|? ШІ | GET BY THE LASER BEAMS IN CLOUD С 


nd st From this srie- jymp and tne repeat ТЫ, 
lying Insecl арревтз эзе! Gun unt l you see the msect bo 

























ike advantage of one of your for a short име Follow R2 into the and fall in hehind him ag 

droid trends in Cloud City corridor with the heams and wait for you reach the next beam g 

When you meet up with him 10 walk into one. He blocks it critical. so stay on your toes. R2D2 
Landow Calrisean, he tells you that for a very brief period, so you have 8 your only hope against these high- 
R2D? can shut off the laser heams to act fast to get through safely Wait powered. non-stop laser heams 








tolling lose’ The droid | 
o enter and stop the fust beam Thats whan 


p whan he absorbs the laset beam Jon t start runny 
afo for you 1o scurry through weil tor R202 10 






00 lest though Stap quickly and 





boams Wan tot you and stop Iho naxi beam 
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HOW DO | BEAT THE HOBGOBLIN? 


he Hobgoblin throws bombs 
Г: as he speeds hy on his flying 
sled You'll have to ground 

him before you can do any damage 


Wait at the top edge ot one of the 
buildings and wait l'or him to do a 


"Wb 


i. 
525213 
неп 





Eu d 
" 





y ou may have beaten the 
Hobgoblin, but you're not fin- 
ished  yet--the energized wall 


at the end of Stage | will give you a 
jolt Don't get fried оце can't climb 








тей Spide 
15 made of high voltage wire Don Itouch i 











fly-by ule avoiding his bombs, 
jump, fire a weh and hook onto him 
The web will gradually ground him 
As soon as he lands, he'll leap for- 
ward to attack. Move away and wait 
for him to jump Pick up a Power 











it Instead, take the Key that the 
Hobgoblin dropped alter you defeat- 
ed him and go to the locked 
Warehouse on the far left Open the 
door and use your web to climb up to 





Take the Hobgoblin s Key and go teft 10 the locked 
Warehouse Enter and gel the Sled Fuel stared there 


John Harbottle 


Ball И possible to raise your 
strength, and when he lunges at you. 
attack with three flying kicks then 
wait lor him to lunge again. When 
you beat him, he'll drop the key to 
the locked Warehouse 





The Hobgoblin сеп таке ebout 5 їо 10 Низ before he $ 
history He drops a Key when you take him aut. 


get the Sled Fuel, which is in a can 


labeled “oil” Grab the gas, return to 
the scene of your battle with the 
Hobgoblin and fuel up his sled. Fire 
it up and fly over the wall 


%%% 22) 


Fuel up the sled and climb eboerd You сап naw fly 
safely over tho slecintying well and on to Stege 2. 


PERPLEXING БЕРЕН РІСКТНЕ EROS BRAINS 





Counselors' Corner 
Р.О 80x 97033 
Redmond, WA 
98073-9733 


(206) 885-7529 
Nintendo Game Play 
Counselors are on call 
Mon.-Sat , 400 a m. to 
midnight and Sun., 
8:00 a.m. to 5 00 p.m., 
Pacific time 
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IT’S FROM 
WARIO! I HAVEN'T 
HEARD FROM HIM 

IN AGES! 


N WHAT TROUBLE 

| WE USED ТО GET 

INTO DURING OUR 
SCHOOL DAYS! 


IT'S BEEN 
ALMOST 


20 YEARS! 
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FINALLY! TLL GET MY REVENGE 
FOR ALL OF MARIO'S 
DIRTY TRICKS! 


1 "m 


IT'S BEEN 20 YEARS . I REMEMBER THE TIME MARIO ASKED ME TO PICK 
AND HE STILL MAKES ME VEGETABLES IN HIS GARDEN, WHEN I WENT TO 
Fi 


URIOUSS HELP HIM, HE TOOK THE ROW OF TURNIPS . 


AND LEFT ME TO PICK PIRANHA 
FLOWERS? I SCREAMED FOR HELP, BUT 
HE JUST KEPT PICKING TURNIPS! 


TLL NEVER FORGET HOW HARD 
THOSE PIRANHA FLOWERS 


BUT ГМ THE ONE WHO / 


ANOTHER TIME, MARIO TOLD ME HE'D ALMOST GOT FLATTENED! 


SHOW ME HOW TO FLATTEN COINS 













IT STILL GIVES ME THE 
WILLIES THINKING ABOUT 
ІТ! 





AND WORST OF ALL WAS 
PLAYING COWBOYS! 4 
Зе 

(| 


WIN / 


WE MUST HAVE PLAYED MARIO GOT TO BE THE SHERIFF 
"SHERIFF" AND "RUSTLER" 1,255 TIMES -- 
1,256 TIMES! я I was 6НЕКІРЕ ОМСЕ/ 







THE REST OF THE TIME HE MADE ME AND THE ONE TIME Z GOT TO BE 


BE THE CATTLE RUSLER ДҮР ЛЕ, SHERIFF, НЕ MADE FUN OF ME! 


IT'LL SHOW HIM WHO MAKES NOW I'M MAD ALL OVER AGAIN' I'M 


A BETTER SHERIFF...AND IT'S REALLY REALLY MAD! IT'S HIS TURN TO TAKE 
THE PUNISHMENT. I'LL PAY HIM BACK, ALL 


NOT SOME 
NERDLY PLUMBERS RIGHT--WITH 20 YEARS’ INTEREST?! 
і = 


















PLUMBE 
EXTRAORDIN 
AT YOUR 
SERVICE 


R 
DINAIRE WELL, IM IN THE 
О * MOOD TO CLEAN 
ICE! YOUR PIPES! 


I'LL TEACH YOU TO COME POKING 
A BELONGL 





MARIO! WE ARE THE THREE LITTLE 
PIGHEADS. YOU WON'T HAVE SUCH 


AN EASY TIME WITH 057 


неу, BOWLING! 
GOOD IDEAS 
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HEH HEH HEH.. 
YOU'RE NO MATCH 


^Y A = MY MAGIC! Nus? 2 оа 
мез M 5 SS С 
3 S * 


eM S 
Tp AS М NS 
70. 
КАМ 
' CURSES! І missen! | 
ED TO WORK О 
MY AIM! 








EAPING LIDS! УКЕ! 
3 3 





d 
қ = SS d ^ 

ЕН , Ф 
EHI A D 
os D 

қ 4 
б 
Ж; 


y 


2 ы 

Б К 
2 EN 
А 











(/ WHOA! A I DONT GET IT-- 
MONSTER || WHAT'S AN OCTOPUS 
DOING IN THIS FRESH 


THAT AN OCTOPUS CAN'T 
LIVE IN FRESH WATER. 


Abs |! = 


) 718 < wf | a ы 
DPSS сш ЗУ OD >. En A уя 4 At 7 

THIS WILL DO THE] ЕТЕ 

THAT WOULD “Tut ago J THATS 
EXPLAIN UTILE SALTA Кү oe 
WHY INE BEEN р 
FEELING SICKLY... " ү © : 
y 7 224 r = 
h LANE p A ve 
















HIS W 
TRICK- 
A 
4 ри 
» 


120745 


X . 
OOPS! THIS ) ч Г WELL, 176 TIME 
15 SUGARS TO HIT THE 
ROADS 


FINALLY/ THIS 


! 
TTD ! 
WARIO'S PLACE , T 5 


a 
| M "е @ & 
А, um 











WHOA! YOU'VE GAINED A > 
LITTLE WEIGHT THERE 
д WARIO 


a> = 
ADYT > 


Ут P 


2 


A 
I ү 
ДА a V0 
PNP | Ж 5 
у СС 


WIKI, 
ia | 


4 


w 
эда 


NOW THAT'S THE 
WARIO I REMEMBERS 








/ 
WARIO! MARIO, YOU YOU'RE STILL THE 
BIG BULLY! INSENSITIVE LOUT 
YOU HAVEN'T YOU ALWAYS WERE 
CHANGED? ALWAYS PICKING 
ON ME? 











ME? A C'MON! ) 
BULLY?! WHAT DO YOU CHEER UP? 
Gp MEAN 2 IT'S BEEN Б ж 
De 1 4 


y 
CS 20 YEARS/ LET 


(Ce 3; BYGONES BE 






BYGONES! 











A. — 


"t LET'S HAVE SOME 
rr FUN, JUST LIKE 
АТА = THE OLD DAYS! даа 
> ЖЕТ” 7 7 РС 


ТОЛАР а 
















YOURE RUTHLESS, 
MARIO! I'LL GET EVEN-- 
SOMEHOW! 


E 7 
№. ИР, ; 
A UNE 
Ж 


I BROUGHT 
SOMETHING WITH ME 
NOW WHERE 15 IT? 


REMEMBER HOW 
WE USED TO 
PLAY COWBOYS? 

REACH FOR THE SKY, 

YOU DIRTY LOW-DOWN 

















h а N rm t 

LI 24 WILL WARIO EVER GET OVER THE 
veh, 5 INEQUITIES OF HIS CHILDHOOD? WILL HE 
р I| EVER GET EVEN WITH MARIO? AND WILL 


my HE EVER GET TO BE SHERIFF AGAIN??? 
/ TEREN 
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el the Challe 
| has now bee 
What's morc 
ol your high scores Б; 


pages! Each month 
NES and Super NES 








A LINK TO THE PAST 


CHALLENGE Cen үші complete the 


game in under 10 tivos? 





THE LEGEND OF ZELDA: 


es begin! The Power Player's 
ne Ihe Power Player's Challe 
ve decided to increase coverage 
expanding the column to two full 
"ll set Challenges for Game Boy 
games On the opposite page. we 








SUPER MARIO KART 


CHALLENGE How last can you шнћ 
Mana Сисен: Vi the Time Tee! Mode? 


CHALLENGE Ном інді of е scare 


can yoe get an the Easy Mode? 





NINTENDO POWER 





page 





nge 





CHALLENGE Con yoe finish the 


game in 25 hoers ar less? 






CHALLENGE How high ol a score 
cen yoe gal in tha Competition Mode? 
Ш 


Wiest 10000 po tc wn th 








PRINCE OF PERSIA 


CHALLENGE How much ume ба yoe 


have left when you complete the game? 











Play Counselors § 





shows your achievement 


Tisted some of the high scores of Nintendo's top Game 
e if you can match their scores 
Better yet, see if you can beat their scores! To retord your 


са photo о! the screen that 
Send them to us In иге 


issues, we'll be printing the best results ol the Challenges 


METROID II: 
RETURN OF SAMUS 








Can you beat Laver 247 
enough ішу 











What i5 tha lowest 
score you con pet on the Japan coerse? 
Be сан inl lite аг 1/1 Pw ter hazan 











How ВОН af a score 
сап you get when yae finish the gome? 
зше 10 explore ams Io get а 








HE LEGEND OF ZELI 





METROID lam | 
RETURN OF SAMUS 


















































LINK TO THE PAST 

Finished the game with least Finished the game in the Finished Level 24. 

number of lives. shortest time. 

Derek McClinton 4 lives Jim Wornell 2 hrs 15 min Kim Racey Level 24 
Bill Clark 5 lives | Todd Dyment 2 hrs 22 min Jim Wornell Level 24 | 
Patti Campbell 5 lives Bruce Long 2 hrs 29 min Tia Emmet Level 24 
Luther Smith 8 lives Paul Reed 2 hrs 30 min John McCloud Level 24 

UPER MARIO KART TRACK AND FIELD 
| Best Time on Mario Circult 1 Best Score in Competition Lowest Score on the Japan 
Time Trial. Mode. Course. 
Sean Egan 11197 Don Carroll 10000 | Greg Lowder -14 
Stephanie Sutton 1:12.34 Mike Carver 9982 Terry Munson -12 
Phil Honeywell 11245 Tom Davis 9230 Ben Smith -11 
Ryan Hanson 1.13:07 Phil Honeywell 8993 Jill Lillesord -11 
P ANX PRINCE OF PERSIA | 
| Best Score in Easy Mode. Finished game with the most | Finished game with the high- 
time left. est score. 
Matt Gliden 554,000 Tom Kristensen 13 minutes Scott Callahan 899,990 
Eric Smith 513,000 Janice Mattox 9 minutes Tim Bechel 856,990 
Dean O'Connor 505,000 Sus: Reed 9 minutes Shane Evans 823,850 | 
Glory Evans 490,000 Chris Paul 4 minutes Erik Carlson 812,250 | 
i | 
2 > 

OK, I’ve got a high score. How do I take the 

tf you beat one of our Challenges, send |p pu 2] n 4 

us your name and address with a photo of te 

your accomplishment! То take а photo of 

a NES or Super NES game, use a 35mm 

camera without a flash. Turn out the 





tights эп the room and shoot your best 
shot! To take a Game Boy photo, place 
your Game Boy onto a flat surface, then 
take your pholo using natural tight. 
tnctude your system in the photo. 






NINTENDO POWER PLAYER' S CHALL ENGE - 
РО Box $7033 
Redmond, Wa 99073-9734 
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THE CRASH DUMMIES | 
DESERVE A BREAK 


Spin and Slick are a pair of hard-working crash-test dummies who 
really need a vacation. The problem is money. Their regular job doesn't 
pay very well, so they're moonlighting to pick up some extra dough for 
their vacation fund. In LJN's new Game Boy game, they hire оп аз movie 
stunt doubles, they test air bumpers, they make test runs on a ski slope, 
they work extra hours in a bomb factory and even hire on to guide guid- 
ed missiles to earn money for a vacation. If you're a big fan of the Crash 
Dummies, you'll like the characters but you might be disappointed by 
the lack of depth in the game. You can play through all five stages 
quickly, then start back at the first stage again. The stages become a 
little bit more complex each round, but the scenery doesn't change. 










Dummies Spin and Slick are 
going to save ali of the money 
they make from their extra jobs 
for a dream vacation. 








| TAKE A DIVE | 


Lights! Camera! Action! This 15 
Slick's big chance to be a star Move 
the dummy to your right, press the A 
or B Button to yump from the ledge, 
and start collecting bonus money 
right away by crashing through the 
awning on the 28th floor 


The more spectacular the fall, the 
more money you'll make Crash 
through balcontes and bounce off 
awnings on your way down There’s 
a flagpole on the left about halfway 
down While avoiding the flames, 
grabit and press right on the Contral 
Pad to swing around and land on the 
dawning on the right, below It’s а 
flashy move. 


ОМТ GET SCORCHED В 


Crash Dummies are made of wood 
If you frec-fall into fire too many 
times, you'll fry. You can touch fire 
three times without incurring much 
damage, but if you burn a fourth 
time, your dummy will become a 
lump of charcoal. Before you take 
the plunge, study the map at the 
nght and identify hot spots to avoid 


The director wants your dummy to 
hit the target painted on the side- 
walk. It's going to hurt no matter 
where you land, but your effort will 


be wasted if you miss the bull's-cyc. 
Stay in the center. 


For their first job, the Crash Dummies are going to be in 
pictures The movie director needs someone to take a spec- 
tacular fall from the top of a 28-story, burning building, so 
he calls on Spin and Shick. Their only direction, make it 
look absolutely awesome. 
















THE INCREDIBLE 
CRASH DUMMIES 



















PESE! 


Inch over to yaur nght until you se pust Argh! Ha s off You have to watch 
above tha awning that first step ifa а daozy 








Sed 

















Do a grant swing and fly aver te hit Dont get ined. Avoid tha ames and 
tha awang on tha right, grab an te the Надрие. 











А fourth fry leaves your dummy 
looking lika à lump of coal 








Watch tha metar to see how much Pull yourself together Pick up your 
distanca rematns te the target, appandages—and your paycheck. 


DAY TWO: GET SOME AIR 


Spin has hned up another Job for Slick. This time he's going 

to be testing the effectiveness of air bumpers on cars by driv- 

ing through an obstacle course and crashing intoa brick wall 
Slick has to be fast, too—he’s racing against 
the clock, and the boss has an eye on him 


Slick has to pick up Aur Cans along the way to 
inflate the air bumper before he crashesinto Buckle up, Slick A Magnet in the 
the wall Without the air, he'll fail the crash brick wall pulls your car in at break- 


neck speed Aim for the center and 
hope the bumper works 


==. 


The Magnat pulls 
Speed up end hit tha ramp Fly «nio the air so you сап reach 
straiphi on 10 cetch some Air the floating Aur Can you имо tha target, 


RO. OC 


Don't crash into the Roadblocks. If you hit them, 


they damage your car and slow it down If you col- 
lide with lots of barriers and your car sustains 
extensive damage, you can't complete the course. 


ғ 1 
Dan! crash Rece 
N E around the Road 
ы EP blocks 


Pick up Wrenches to repair damage to your car and 
watch for bundles of money lying in the track In 
later stages, you'll also come across a 1-Up on the 
course 


Laak for Wrenches. 
and e 1 Up in the 
road 
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THE INCREDIBLE 


DAY THREE: HIT THE SLOPES (eesi oumes 


On Day Three, Spin has arranged for 
Slick to pick up some cash by trying 
out a new ski course To make sure 
that all of the course markers are 
solidly placed, he's supposed to hit as 
many of them as possible— 
without losing control and 
crashing into the rocks 
that poke through the 
snow, 



















































DAY FOUR: 
IT'S A BLAST 


On Day Four, the dummies go to a Bomb 
Factory, where they'll be responsible for 
Quality Control. Some bombs come 
down the conveyor belt already lit; Slick 
and Spin have to blow out the fuses 
before the bombs blow them to bits. 


You're supposed to test flags, 
not trees They don't give like 
the gates do, If you collide with 
one, unbuckle your boots— 
you're done for the day. 


n 45 





Blow out the fuse шіт the Good ОС checkers are 
bomb exptodes slammis and jammin 


DAY FIVE: 


GUIDE THE MISSILES 
Spin and Slick have their work cut out for 
them on Day Five. They'll be guiding 
guided missiles to their target while 
avoiding incoming missiles and contend- 
ing with the gravitational pull of several 
space vortices. No problem. 


Dont tangle with the wees. Go around. 


EARN COLD CASH 


It's snow joke Nobody knows 
who built the Snowmen in the 
middle of the course, but the 
boss wanis them out of there. 
He'll pay you extra for cach one 
that you knock over on your way 
down the mountain. 


n |m 





Dodge the hostile fire ot — Guide your missiles stright 
incomiag missiles тіс the target. 





Some prankster mede Snewmen all ever the course Bow! them 
over for mora bucks 





a 


BOA 


FROM 








ME TO GAME BOY 


TM&O 1992 Millon Bradley Со А division af Нарт inc 


1992 Use Cor 








The classic board game that has entertained gener- 
ations of bottle strategists comes to Game Boy іп о 
basic translation that is true to the originol, right 
down to the ocean grid. Although o simple game by 
today's video standords, it retoins the basic fun feel 
and remoins an entertaining strategy chollenge, 


especially in the two-player mode. Stages become 
progressively difficult, and more complex weapons 
and attack vehicles are added as the ployer 
odvonces. All in oll, the game could keep Battleship 
fons entertained for a very long cor trip. 











IT'S YOUR LINK TO CLASSIC BATTLESHIP ACTION 


As with the board game, players view their own ocean grids 
and can only guess where their opponents have placed their 
ships But with the Game Boy version, there’s less opportu- 
nity for sneaking a peak over the dividing wall. Players can 
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use Radar a limited number of times to try 10 pinpoint 
enemy ships Without Radar, they have to systematically 
sweep the grid with whalever weapons they have to find 
and destroy the enemy fleet, 














LEV S TRY AGAIN! 


A MATTER OF STRATEGY AND LUCK 


While you can strategically place your ships to 
try to deceive your enemy, a certam amount of 
luck is involved, as well. If your enemy gets 


Battleship 


The formidable Bat- 
tleship is your fleet's 
anchor It covers five 
squares of the ocean 
gnd and carries 
heavy weaponry 


The strength of the 
tiny Submarine 18 
that tt can easily hide 
from enemy fire. Its 
weakness One hil 
takes И out 











BATTLESHIP 


lucky on an early shot and finds your ships, 
you'd better hope that you'rc lucky, too, or that 
you have some Radar sweeps remaining 


Destroyer 


The powerful and ma- 
neuverable Destroyer 
fills three spaces on 
the grid and can take 
three enemy hits 
before going down. 


The Frigate com- 
pletes your fleet for 
now It’s a quick ship 
that covers only two 
Spaces on the grid, 
making it tough to 
find 





| 2 THE WAGES OF WAR _ 





As you win battles and develop your battle stra- 
tegies, you'll earn additional ships and learn to 
use new, more powerful weapons Your weapons 


Alt Level 16, you'll г 


earn the Cruiser, "Ir 
bruiser that can ше) | 
four hits and launch 











the Sea Sparrow and F-4 Phantom and the 
Tartar missiles. F-14 Tomcat. 
SPS-39 RADAR HARPOON МК-4511 






Pick up this enhanced Rodar at Level 4 It 
cavers five squares of ocean gnd and spreads 
out farther than your other Rader did 


SEA SPARROW 


The See Sparrow missile. which you get al the 
end of Level 2D fires from your Cruiser and 
destroys e sald teur опа black. 


F-4 PHANTOM 


Earn this high fier at Level 36 It takes off 
from the Cerner and can ley down faur shots 
gt enca snywhere you want them 


ends. 











eight squares 





want, 


Pick up extra Harpoen 
missiles when Leval 8 


TOMAHAWK 


The Tomohewk from 
Level 24 wipes vut 


F-14 TOMCAT 


This fighter fires hve 
Wmes ef anything you 


can be used only by the ships capable of carrying 
them, and the two fighter planes you get must be 
launched from the Arreraft Carrier 


THE CARRIER 


You get the massive 
Carrier at Level 32. It 
takes eight hits and 
Serves as base for the 












Add extra МК-4515 to 
un orsenel ot Level 
1 


TARTAR 


This missile from Lavel 
28 sereads aut four 
shats 


TRIDENT 


Use the Trident fram 
Level 44 to fir nme 
shots 
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STONE AGE ADVENTURERS 


Imagine a down-scaled version of Lemmings such as Spears, Torches, Ropes and Wheels, 
with a Stone Age twist. In its newest release, you ean help the Humans survive the hazards 
the stony individuals at Gametek are offering ofthe prehistoric world. A password feature 
a pretty cool Game Boy puzzle game. The — is definitely а bonus. You can always start 
object is to guide one of your available over atthe last level you completed with a full 
Humans to the goal in each level. The goal complement of Humans in reserve. Make 
may beto pick upa certain item ortorescuea — sure to check out the manual, too, 105 great 
member of the Human tribe. Using items reading! | 















THE CHIEF OF THE 
TRIBE 5875... 
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SCREEN SCAN 


At the beginning of each level you can press Sclect and then press the 
directional key to scroll around the screen and view the terrain You'll 
be able to see where you ultimately need to go and what you'll need to 
do to get your Humans there... 


ез Т 


Ре 






















CAREFUL WITH THAT SPEAR! 

Ф 
Your Human will need а Spear to help him 
vault across gaps in the rocky terrain. Make 
sure the Human is standing on the very edge 
of the gap. He can then chuck the Spear back 
across the "а, for other Human) te let. kc 


careful not to throw the Spear too hard and wey 
strike one of your fellow Humans! Also, don’t 
underthrow the Spear or Torch or Rope, etc 
They may fall down тра gap where you'll 

















HUMAN SACRIFICE? 


If your Human is running severely short on time or caught i 
strange predicament and is in dire need of a special item," 
press Down and the Select Button to visit the tribe's Witch. 
Doctor. The lives of your remaining Humans тау be sacri- 1) 
ficed for valuable items such as Spears and Torches. 









1993 looks like it’s going to be a big year for Mega Man! 
The pathological and perennial о Шы Dr. Wily, 
appears to have a corner on the он 
market, offering ир an endless supply of radically 
altered mechanoids. Mega Man III for Game Boy, along 
with Mega Man V for the NES, should be hitting the 
store de early in the year. One has to wonder when 
a Super NES version of the blue bomber's adventures 
will materialize out of Capcom's top secret program- 
ming laboratories. We're still waiting—albeit a bit 
impatiently. However, for the time being, we're ex- 
tremely pleased with what we've got. So here we go! 
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In previous Mega Man games, the task 
of getting through the stages was rela- 
tively easy when compared with defeat- 
ing each of the stage bosses With Cap- 
com’s third Game Boy release in the 












There are по major differences in the way this newest Mega Man game is 
constructed. You'll battle through a stage and then square off against a stage 
boss You'll receive a password after each stage 1s completed 


—. HERE WE GO AGAIN? 


Mega Man series, it's turned around a 
bit. Now, the stages are more of a test 
The enemies are more fierce and attack 
with deadly precision. Oddly, the boss 
characters seem a bit easier to defeat 
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Spark Man, Gemini 
Man, Snake Man and 
Shadow Manare the first еттек; 
of Dr. Wily's evil crea- ЛЕЛЕ ? 
tions that Mega Man will | A COIS A 
face off against. If уоште 622 ОРО FYS 

a true fan, you'll remember these mechanical beings 
from the NES version of Mega Man III. 







v^ 
4 









Е Y^ (9 happens (surprise!) to be 1 





at the root of the current 
problem. Mega Man is 
sure that he has concoct- 
ed some sort of evil plans that involve the reprogram- 
mung of robots. 





















Я 
TIR AA 
PREI 


[prae tra nceann ыз 
жаса, ph IAKA 


Ready, willing and able to 
take a shot at the Mega 
one, Dive Man, Skull 
Man, Drill Manand Dust 
Man patiently wait their 
turn. The action gets very 






Al = ли) 
АБА = 


clowns, 





шүл, 


intense іп the later stages of the game thanks to these 


Dr. Wily teases Mega 
Man with his presence 
when the blue bomber 
makes it into his castle. 
However, Wily beats a 
hasty retreat to let Mega 
Man have at it with his newest creation: a powerful 
transformer called Punk 




















If Mega Man has Energy 
Tanks in reserve, Punk 


1 problem. Although 
Punk camt be damaged 
when he transforms into 
à saw blade, a Mega Buster blast to his normal form 
should send him reeling 












) finally arrive at the arca 








|| helped make the trip more manageable. 











After many, many 
battles, Mega Man will 


where Wily resides. It 
took a long time and the 
road was long, but a 
variety of weapons and health-restoring Energy Tanks 




















VOLUME 44 73 


ттт 


із өз-не n rmm 





For those familiar with Mega Man 
games (which seems to be just 
about every game player around), 
you'll find the same kind of terrain 


Ee MER В акый MO И ШР Pa n ЫШ 


MEGA HIGHLIGHTS 






love Mega Man will traverse every- 
thing from the rockiest rocks to the 
scales of a mechanical snake We 
won't be mapping the stages out for 





that you have come to know and you, but we'll hit the highlights! 











SNAKE MAN - 


This slithering stage is à good place for 
Mega Man to begin his mission. As you 
move through this stage, and any other ' 
stage, hold down the B Button to keep the 
Mega Buster ready 


SNAKEY ATTACK 


Whoa! There aren't many enemies іп the video game realm who can 
match the impressive proportions of Snakey. Use the undulating motion 
of Snakey's body to help Mega Man leap up and shoot the gigantic beast in 
the head. 


POW! Опа final 
aj shot ond Snekey 
Ж explodes with o 


Mega Mon con 
move ont 





THE SNAKE PIT 

Before entering the Snake Pit, hold 
| down the В Button to charge up the 
Mega Busier. When the battle begins, 
you'll have a Mega Buster shot ready to 
go! Let him have it and keep pelting him 
with regular shots and an occasional 
Mega Buster blast. You can jump over 
the small snakes, but contact with 


| WELCOME TO 











violant burst Now 




















SPARK MAN | 


All things electric are what 
turn Spark Man on Mega Man | 
will find many electrifying and 
dangerous obstacles as he 
makes his way through Spark 
Man’s Stage. 


ЕТ 


д 
RUSH A UDIE Ж | 


The Rush бой will bo along for tho ride ofter 
delesting Snake Man. 





With the help of he Rush бой, Mega Men 
can пер mere precious items 





Snake Man is almost inevitable. о 
E = = 





- 2 











= " == 

| SHADOW MAN POLES 

| Time-bombs and industrial-sized 
mosquitoes are just some of the | 
hazards Mega Man will encounter 

| tn the confines of Shadow Man's 

shady territory. Jump up when the 

ticker on the time-bombs hits zero. | 





The Pole Eggs will hatch into full-fledged Poles if they аге shot Mega 
Man can take out a whole row of Poles with one single Mega Buster 
blast. However, a larger supply of valu tble Power-Up items are bound 
10 appear if they are destroyed one at 


time. 
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Es: ONE STEP 





with an enraged new enemy, Giant Suzy, in an enclosed corridor, 


CLOSER TO WILY 


When the first four robot bosses are taken care 
of and put in their proper places, Mega Man 
gets a sneak preview of Dr Wily's newest digs, 
his castle fortress The lightning will flash and 
the thunder will roar, but Mega Man’s brief 
glimpse of his destiny doesn't count for too 
much He’s got many more battles to fight first, including a fierce confrontation 











a ы | | CORN 


Fresh from their appearance in the NES 
powerhouse game, a Man IV, Dive 
Man, Skull Man, Drill Man and Dust 
| Man are in the house! They're fully 
Powered-Up and ready for action. Their 
respective stages are packed full of Dr. 
Wily's diabolical mechanical creations. 
Mega Man will have to put forth his 
best effort to make it past these four 
robotic kingpins As a whole, they аге || 
| much more diffi- = 
cult to defeat than 
the first four stage 
bosses. 







































At last, Wily is within reach! Can it be true? Uh oh! Not yet | 
Punk, Wily's latest mutant creation, and one seriously bad dude, 
will try to slice Mega Man to pieces. 




















Alter defeating Punk, Mega Man gets the Screw Crusher. Wily, with eye- 
brows raised in disbelief, must be feeling threatened by Mega Man's pres- 
ence because he takes off for his castle in his spaceship. Mega Man will 
mount up on Rush Jet and will be hot on his heels, though! Various weap- 
ons can be used in Wily's Castle, but the Screw Crusher 15 a weapon that 
will be important to have for the final confrontation with Wily. 


























Finding Dr. Wily in his castle is 
easier said than done! When 
his ship is found, blast the low- 
er part of the eyes to get Wily to 
show his face, Don’t let the 
ship land on you and watch out 
for those mussiles! 

В 25 









Mega Buster shots work great on Dr Wilys 
maniacal contraplien 
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ROBOTS OF THE FUTURE 


With cach new Mega Man game Capcom releases, we're all on the 
edge of our seats waiting to find out what new bosses will be on 
hand to confront and test the powers of the mega-est hero of all, 
Mega Мап! Judging from the responses we got from you, there 
won't be a shortage of new boss robot ideas for Capcom to choose from The people 
at Nintendo Power and Capcom would like to thank every person who took the 
time to design, draw and send in their 1dcas. There aren't any guarantees that the 
robot designs featured on these pages will actually appear 1n a future Mega Man 
game, but 1t certainly wouldn't surprise us if they did! 














( 
“You can bet your last stinger that | 
Гат maken’ па honey! Wotch aut. 
for my Yellow and Black Attack, 
Mega Mant 















^| know Grog was only 
trying іп create a robot that 
could freeze Mags Man in 
физ tracks, but heyl Greg! 
| froze myself! Нар те out, 
huh? 


Fa) NINTENDO POWER EDITOR LAST SEEN 

READING MEGA MAN CONTEST ENTRIE 
We surrender! When we fi- 1 
nally manage to burrow our 
way out of the pile of robot 
designs you sent to us, we'll fà 
pass along each and every 
one of them to Capcom. 
Many thanks! 








Broomall, РА 
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1 hove а way of quickly 
‘exhausting my opponents. 
Maga Man valt no doubt suc- 
2] сить to my Smcke E- 
Воть Attacks” ( 


Mark Lopez 
Pinedale, СА _ 


Marcel LaMontagne 
Ste. Helene Guebac 


twice os powerful 
just called myself a foal Hmmm ТІ 
might be more difficult than | expected 


DIAMOND MAN 


Jose Вапа! De Hoyos 
Deitona, FL 


anime pal, Rush, hes epparentiy 
Moga Mon сап certainly use Rush's о 
Improved mobility and firapewer boost 


| RUSH CANNON 


9] Gregg Wilson 
Corpus Christe TX 


€ s 
` 2 
RUSH CYCLE e^ 


l 
р 


er Manchaster NH 
жа 


x 


29 


RUSH PELLET GUN 
Scott Koehler EOD 
Oceanside NY 


Phil Rivera 
Haledon, NJ 


7] have the ability to attack from almost. 
any angle. Watch out, Mega Man You'll 
never know what hit you after | attack!" 


"Tm gonna bounce all over my room 
until | land on your puny їйїп head, 
Moga Man! My super long jumps will 
propel me to an вазу victory 


үч 
SPRING МАМ 286 
Michaa! Rocco Kenmore МҮ 


.. X Wo, Ha/ with these New 

Bosses, 111 surely be 

. able to Finish off Mega. 

"a Man! Thanks a lot! 
Ма, Ha, Ha I 








“Is ito ttle hot in here, or 15 1 just 
14? Will rtmust]ust be met Thots uM Ion 
too had for you Mega Foo! My илеп MI 
sen hat Siam елін wil 
scald your bluo hide when you try aa 
1 y be vulnerable in your 
Ce Ye me attacks Mage Man but 
you'll pay tho — 
price 1f you get 5% 
in the way of 
Glo ast Your uia Ы 
oud Attack Your Witte blue 
Thurston Long sunt wall bo glowing green 
Kansas City, MO whan 1 fish with your 


GLUE MAN 


Jemes Yen lue Men presents 
Carmel ІМ owtully sticky 
lega Men “1 


en 

ту Glue Connon Then ЇЇ 
charge ond bash him with my 
spiked head!” 


Mike Stern & 
Andrew Namius 
h 


MAGIC MAN 


Jason Clayton 

51 Marys ОН 
Hermen Lav 
Edmonton AB 


Even Cosmen 


FROST MAN Molbourne, Н. 


Scott Machicote 


West Isip NY "The clock struck four and 1 


blew Mega Меп back out 

the door! Flosh Man didn't 
really know how to use the 
Time Stopper but | do t's 


my specialty” 
Моде Mon s “better hall,” also known as “Roll” seems to be 


commanding e өгізі deel of attention from many Mega Mon 
aficionados. Maybe the time hos como for har to fmally see somo 
combat ection! Wily may not be expecting rt. 


_ - Jor John Guerrero 
" Beytown, TX 





Мехте Mercier з s 
LeTuque f ^ X v.d 
d ) һе д s WEASELETTA & TERROR T 
Y e № Greyson Shuler 
Madison, NC 


“tm not daddy's Іні girl l'm 
daddy's MEAN little дігі” Dr 
Wily s daughter 158 terrori This 
15 especially true when she 
climbs aboard her robotic tuy of 
destrertion Terror Teddy! “My 
daddy will always come back for 
more and so wall I^ 
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[Tq ——À Ln 
|1 ur uen рр 


















"I do а [at more than say 8001 My 

supernatural Spook Shield wall poe ma н 

against blasts from yaur wimpy Arm Cannan 
Мера Man. I'll striku fear m your metallic soul!” 


tt Tounes 





“Мода Man has па idea of whet has y 
qut Мт into now! 111 downgrada 
dum against tha far wall with one of my 
blustering Hurncang Shots, Thare s ne 
Мове of the ишт уйт | 
“With my ability te transform ma 
а comet and Шаға all around my 
mom Mega Man wont have a 
hope in tha antire Cosmos!" 













"HÀ, HA НА! Maga Man is па 
mateh for my comiraf Cartwhaul 
A | Attack and Sonic Laugh, First hell 
lagh than Һа сү __ 





Jemie Fitzhugh | i 
|. Cambridge MD - 





— ZU Goodbye, Меде Маа!!! ) 
= n amt tind she nght way to deactvate ma 
Іт жа Day for all of ust” 











FROM HERE...IT'S UP TO CAPCOM! 


Some of the boss robots that appear in 
Mega Man V were the result of a 
design contest, similar to this one, that 
was held recently in Japan. Check out 
the Mega Man V review in this issue 
to see how these robots measure up. If 
we're lucky enough to see a Mega Man 
УІ from Capcom, we just might see 
some of these designs included. Need- 
less to say, we can't wait! Can you? We B 
didn't think so. 





WORLD GONE MAD 


Mega Man's popularity has done nothing but increase since 
Dr Light created the blue bomber. His tremendous pop- 
ularity continues to grow with the latest NES install- 

ment from Capcom, Mega Man V The enemy robot 

just keep coming. And now, Protoman has gone 

crazy! He has kidnapped Dr Light and is holdin, 

him and the entire city hostage. After some 

minor tweaking to the Mega Buster to make it 

more powerful, Mega Man is ready to leap 

into battle again. 


De © Capcom 1992 


Protoman's heinous spree of destruction has left the have deployed eight new ruthless robot masters at 
entire city in shambles and virtually powerless against sites throughout the city and is encouraging them to 
further attack. In desperation, Dr. Cossack calls Mega destroy it. Mega Man knows that if he's going to 
Man back into action. Mega Man has a keen interest rescue Dr. Light, he'll have to thrash the robot 
їп stopping Protoman because the red-caped traitor masters first! 

has kidnapped Dr. Light. Protoman also appears to 
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By holding down the B Button for 
several seconds, Mega Man can 
charge up his Arm Cannon in prepa- 
ration for unleashing a powerful 
Mega Buster blast To a certain 

















extent, the longer you hold the B 
Button, the more powerful the blast 
Charge up the Mega Buster to pre- 
pare for approaching enemies. 





The gravity in Gravity Man's stage is constantly 
changing Mega Man is drawn to the floor and 
then up to the ceiling many times throughout this 
stage. All control 1s inverted when upside down. 


Whan Maga Men crosses one of the 

һб ws depending on its direction, 
the gravitational pull will reversa and he will 
Тір amung И takes a while to gst the control 
down bul if s rally not as difficult as it at 
first seems. 










This large тойо! i$ very powerful Mago Man 
want last leng if he comes im contact with thes 
‘bahemoth Use a few Mega Buster blasts or a 
weapon thal has a long sange attack. Better. 
үй, shda under him and run awayl 










MEGA BUSTER POWER [ 















COMPANY ROBOTS 


Rush, Mega Man's computer canine 
helper, returns So does Dr Light's cyber- 
netic suitcase, Flip-Top. A new attack 
robot named Beat can also help 1f Mega 
Man collects the letters M E G A M AN V. 








The key to defeating Gravity Man is to stey on 
‘the opposita sida of tha room and hme your 
shots oxtramaly well Another key to survivel is 
to avoid the shots from his deadly accurate 
Arm Connon Whan his gravitational onortation 
changes, зо will Mega Man's Constantly hold 
down Iha B Button to charge up the Maga 
Bustar and fim off a blast at tha grovity master 
whan yeu are undergoing а change in gravity 
Dont gat dizzy! 















ЭЖ КУ NI №) 
Wave Man's stage 15 mysteriously 
devoid of randomly roaming enemies. 
There are spikes and blasts of steam to 
contend with, but no enemies will give 
pursuit until Mega Man hops into the 
watercraft at the halfway point of the 
stage Fire rapidly or use turbo on 
your controller (1f you have it) when 
riding the watercraft. 










п nde an the large bubbles 
all the way up but he l| have 10 jump to а 
smaller bubbla on his 
left and then to anothor. 
larga bubbla on the far 
let. Jump back to the 
right when һа reachas 
the top It's tricky! 


STONE MAN smrce 6 


Rocks, rocks and more rocks Stone Man feels right 
at home in his stony surroundings, De 
Small Hardhats is difficult because they not only 
shoot at you, they also break into three smaller 
bouncing enemies when you blast 
them Two hidden rooms can be 
found in this stage Mega Man will 
have to blast some walls to find them 







































‘This as the letter that i3 most likely 10 
be missed Blast through the wall in 
the lower right corner of this area tn. 
find the hidden tetter Hf you dan t get. 
ft, you can't use Best 


Mega Man is going up the rails 
on a crazy train! Charge Man 


now rules the railways in the Tha е hatoni arda T 
ү 94 s "denloy i locomotives. 
сиу He enjoys deploying Pis Же иие сикы 
smaller locomotives and, oddly Maa эп а dangerous розой. A 
enough, fat mechanical chick- singla shot 15 all he needs 
to taka them out. 


ens who hatch quick, limber- 
legged eggs However, Mega 
Man doesn't give а toot А 
few Mega Buster blasts to the 
head will easily take out the 
chickens. 





Ulli 
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WAVE MAN 


Tha key to defeating Wave Man is 
knowing that he will fire e harpoon right 
aher each wate spout disappaays Stey 
ralatıvely closa te him and slida under 
whan he jumps aver you Keep the Mega 
Buster hot, 


A nucleer powered watercraft is waiting for Меде Man 
halfway through Wave Men's stage A huga mechanical 
эг creature wall appear from the depths. Меца Man 
must find tha weak spot in the forehead ате to defeat 
it. Tha "Е that Меде Man needs ta collect can be 
found after defeating the see creature. 





Entonng this tdéen room, 
Mega Man seas a Mags Tank. 
19 he uses it. not only wall his 
Energy ba restored, hut tha 
Energy Leval ol 

will also be restored Т 
aren't many tanks ta find 








H Меде Men runs teg far 
away from tha rock 
chuckin Stona Man, ha ll get into moubla 
However if he stays fairly close and quickly 
shdes under the rocky bass, ha sheuld be ebla B 
to evoid geting hit. Den't jump and fire, just 
stay an tha ground end turn to fire at Stona 
Man when ha landa from ona of his jumps. 

















difficult to doleat When his color wens te dark 
wincible Just dadga the thr ng rocks thet 
up tha Mage Buster te nail him whan ho changes 
Jump over him whan he charges al you 














ее and chi 
% his orginal col 
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The low-gravity environment of Star Man’s stage makes tt easy 
for Mega Man to execute aerial maneuvers Several laser- 
toting robot walkers will be on hand throughout the stage to 
test Mega Man’s timing. Remember, with the low gravity, 
Mega Man's jumping ability is greatly enhanced Pay special 
attention to how hard you hit the A Button 


NAPALM MAN sme: — 49/35 | — 









The inner city's urban jungle is 
home to the nefarious Napalm Man 
Be prepared to toast the mechanical 
tigers with the Mega Buster when 
they appear If you don’t act quickly, 
you could be lunch 
















Gyro Man likes to keep to the upper 
regions of the city skyscrapers. Mega 
Man will have plenty of oppor- 
tunities to experience vertigo as he 
climbs upwards to the robot with the 
rotor on hts back 


START 









en тр Bi 








т n DATI 






‘Maga Mon can choose 
ony of the three available 
paths to take in this апа. 
Кз aasiost to take the 
upper route Hol only 
hava Іа daal wath one 


‘Don't be afraid of thase platforms. 

The first twe nse straight up. Just 

jump to the next опе, fnrbally, the 

ігі platform appoars too fer out 

мү ene мы 
ju 4 moves diagonally so 

ws йез, problem. P 





















a St ie) тр 




























Star Man hes placed several 
6d palle! launchers on these 
moving platforms. Remember 
Маре Man hes incroesed 
jumping ability here so jump 
es hugh end as fer os you can 
to avoid the obstacles. 


Thus giant walher cames a laser that really 
packs а wallop! When it fires its first blast 
jump up end rapidly fire 
the Алп Cannon 85 you 
retum to the structure 
You ll have to hit tha 
mobot in its “aye,” 








Sisi Shield Attach and с 
1 Mega Mon At th 

hould шту up and sh 

n s paham ol movament 






















When Napalm Man shoots his napalm 
tun uneer the hlast and shoot 

repeatedly Slide under him when he 
Jumps ever yeu and wart for him to 
shoot agom When he dees iun 

toward him again wath the Mays 
Buster hazing! 































рор Or Light's cybernetic 
suücsss will әррезг in ths 
area and deliver its valuable 
contents 10 Mega Man 
Collect it and томо. 



















Ws nat ebsolutehy necessary to 
slide under the spikes but rt 

gives Mega Мап more time ta 
prepere himself for the pump up 
jab nex lovel Don't hesitate 






GYRO MAN 


Gym Man has two meth 
Halll йор dewn frem 













з of айоск 






To get the inconvamently placed "A" in 
бұт» Mon s stage, stand on the platform 
Just above the letter When the platform. 
falls, wart until you get the A end then 
Jump to the light ond quickly move en. ff 
Mego Man really wants the letter he'll 
ћемо to use precise timing! 
























Г Prepare 
by charging up the Mega 
һе flies up into the clouds 
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Crystal Man's stage just may be the 
most difficult of the first eight 
stages. Slow and steady progress with 
ample and accurate изе of the Mega 
Buster is the best way to reach - 
stal Man’s lair Study the map to find 
the available Energy Tank and Mega 
Tank 






START 










After defeating all eight of the robot 
masters, Mega Man will be whisked 
off to Protoman's stage The area 
guardians will give Mega Man a run 
for his money This 15 where the 
Energy Tanks and l-Ups that you 
had collected in the previous stages 


CRYSTAL МАМ stace 





Wat fr a ауда w 
Jump quickly to the pat plato 
drops. 


wart and ga for the source 


STAGE 


will pay off. Of course, use them only 
if absolutely necessary, The purple 
boss shown below is very tough. 
He'll stop you in your tracks with a 
freeze ray Avoid it—there's nothing 
you can do when you're frozen 


Watt a minute! What's this? A trick? А 


doy? А dug 


Protoman has boan framed. But by whom? The real Proto 


Jusi after the ма and white rabat has 
created asd released lus crystal 

aylosd jump up and nad him with a 
Mage Buster blast. You cas t батада 
the crystal. so dont get in a hurry — 












help Moga Меп uncever the truth The falsa Protoman ow rove 
mechanical demon wiih senous athtude problem! Jump over his 






energy bars and blast him with the Mega Buster Jump over Ihe m 
they пешті to the елі one. Repeat 
ће process. 








86 NINTENDO POWER 





mes ^ ai кегі ume d А ЕК | 





illi: —m ae 




















Mego Man will hew to. 
contend with some flying 
skulls in thes emo, but 176 
% small prica to реу for 
tha chenes to snag this 
Energy Tank. You! be 
contranted by snolher 
group of flying skulls aa 
‘you continua dewnward 










You knew tt all along Dr. Wily had 
to be the source of the problems 
Amazingly, time after time, he keeps 
coming back for more. When will he 
ever learn? One thing he has learned, 
however, i$ how to make his robots 





It Mega Man cheoses the upper path in 
this arao hell come across another Меде 
Tank Use Rush Coil 16 boost Mega Men. 
to tho upper level If you өлүгү trying 
vansty of weapons egainst tha hesses, the 
je Tank wall be extremely valuehla to you, 





CRYSTAL MAN 


lf you can defeat Crystel Man without taking 

o hit, youre a true Mega Men expert Crystal 

Man shaats out four bouncing crystals that 

fly around the room for saveral seconds or 

until they ht Mega Man Crystal Man isn't 

finishad though He fires off ragutar Arm 
Cannan typa shots as 
well Use the sliding 
techniqua 10 quickly 
move away from his 
shots 





STAGE 


more powerful and more destructive 

АП of the boss robots in Dr Wily's 
stage are huge And MEAN! Several 
of Mega Man’s weapons will work on 
the bosses, but you'll find the Mega 
Buster to be the best choice. 


Wily s ship will go through a few transformetions as Mags Меп whittias it 
down with his weapons Cancantrata on aiming for tha glass shall surrounding 
Wily s cockpiL. Before you begin the finel battle meka one last chack on your 
Energy Tank reserves to gauge your total energy supply You оге guarantaed to 
receive а lot of батада if you touch Wily's ship At this level il may ba batter 
ta lose e life than use en Energy Tank Fire from o distance! 
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B FEEL 
M THE HEAT 


Grab your radio con- 
troller and get down 
to the track in this 
hot new racing se- 
quel from Tradewest! 
These nicad beauties 
are fast and you'll 
never have to worry 
about running low on 
batteries, so round up 
some friends and get 
ready for some in- 
tense racing action in 
В.С. Pro-Am П! 


Хч: EED АА rie спен” 
97222222 22274 


It’s back, it's tougher, and 105 better than betore! В С. Pro-Am Il has 24 grueling tracks 4 
D) 


filled with mind-boggling obstacles both in the air and on the ground Ill take a skilled 
driver to avoid these obstacles and still gain enough points to win the В C. Champion- 
ships. Do you have nervés of 
steci and a road warrior men- 
tality? If so, then rock and 
roll...take home the cham- 
pionship trophy. 









Nothing could be better than a nice 
friendly racing game. . NOT! Load up 
your car with weapons and ре} ready to 
blast away. It’s every driver for himself 
Your car may be slow, but it’s loaded to 
the teeth with weapons, Pick the right 
‘moment, then blast your buddy -to | 
smithereens with a missile or sieal. his 
cash with some stinging buckshot 





88 NINTENDO POWER 





Because only the top three finishers are allowed to continue to the next race, 
you'll need to have excellent pre-race preparation and some early success lo 
have a lasting career in R C, racing. Save your cash for items thal make a big 
difference! 






you trouble during the race 


Use the Track Preview to map out the 
Jumps and hatrpin turns that сип cause 


use the smaller track radar located at the 


You can also 








ШИНИ 


^ 












Here's where the challenge 
beyins During the race 
you'll have to avoid the ob- 
stacles that cun slow your 
car down bul still be able to 
collect the bonus items that 
can help you improve your 
саг“ perlormance 






| | However, if you don’t finish 





| top of the screen to see where your next 
Í obstacle 1s or where your competitors are 


СӘЕР ағ 


Each player receives championship points 
and cash prizes at the end of each race 


places you'll cither have to use a “continue” 
to enter the next race or end the game 


—_ 4 


* 
Watch eut for the falling 
bombs! 


їп the top three 


- 4 



















If you register your name as 
“NES” or “DMG”, you сап 
either power up your car right 
away with an easy $5,000 or 
extend your racing career | | 
with an extra continue. 


\/ 7 








Its а one lap sprint for 
this Y Up! 

























from your successful racing 
career, you can visit theR C 
Model Shop to improve 
vour car's performance and 
4rsenal of weapons Since 
some items are really expen- 
sive. it may be wise to save 
your cash during the early 
races so that you can buy the 
more expensive items that 
you're sure to need later 

















Buying better tires will allow you to corner 
lighter at higher speeds, 


Slow down your eompelitors or prevent them 
from finishing the race with these weapons 


You'll lind suppltes lor your weapons and а lew 
other surprises here 


Now that you're all geared up and ready to go, 
let's get out to the track! 


tition and imp: 
юге powerful mot 
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Power up your fingers and get ready for 
fast and furious bonus games! After com- 
pleting each round of eight tracks, you'll 
enter a bonus round Earn additional 
prizes and championship points by get- 
ting to the finish line first. You can also 
earn a 10-point time bonus for every 
second you have left on the clock once 
you've crossed the finish line 





This quarter-mile sprint has a special bonus for 
those who can reach maximum speed. One thousand 
dollars and 4 points await the drag race champion’ 


A battle of strength (or fast fingers), the Tug-O- 
Truck competition awards points and prizes to 


А quick start will hel 





ч x АА AA № A A 
TOA EED АЛОЕ 4 
ФЕ УЛАН DIED ER NC 
DDL A5 5950052295520. 

You'll have to blast your way through each of these three tracks that may look the same, but different obstacles, 
different courses if you want to win the В.С. Champion- changes in scenery, and increasingly difficult competition 
ship Trophy! Each of the three courses contains eight Will try to block your championship run 





СІТҮС/ 4 “А( 


The competition m this As you race through the Out in the desert, the com- 


miniature countryside land- 
scape is not very aggressive 
Maximize your wins here 





1 e 
[ a 


Pea 


The ures will сивімап а spin out 
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paved streets of town, the 
competition will become 
more essive. 








el 


Avoid the bambs with quick meneuvors 





petiton 15 as fierce as the heat. 
Only skilied drivers can beat 
this heat! 


ve 
А desparate һү for dalers! 
"T өзе : 


ay Ay 


зд 
058 the jumps 10 bounce over the mud 








Here's your chance to scope out the tracks that lte ahead, 
Use this to plan car improvements that will help you to 
get past certain obstacles more quickly and safely. 


Jump out to an early lead so you can pick up the 
bonus items on the track 





Use nitro to pass or jump over your competitors 
in the turns and jumps 
7 i ~: 
gr қи 








It’s easy to get confused here Follow the yellow 
arrows to stay on course. 
— /. 


Try avoiding these ісу sopts It's hard to steer and 


j v 
А F 
easy to lose control here. CB) | = P 
м ü 





















This а one-lap sprint 10 the finish There are no 
second chances here! 








The competition is fierce here Use nitro to get 
you over these troublesome spots. 
У б. 






D Е 
Watch out for tha ail shcks 








Watch for an 

x aerial attack 
- when the excla 
motion paint 
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Another average day at work at Spacely Sprockets becomes а spaced out adventure 
for George Jetson. It seems Cogswell Cogs (Spacely Sprockets’ toughest competitor) 
is setting up shop on Planet M38 and is wreaking havoc on the environment and its 
alien inhabitants. Besides putting a stop to these unfair and oppressive business 
practices, Spacely has another motive to thwart Cogswell—he’s making a lot of money on his 
illegal venture! George's boss, Мг. Spacely, orders George to check it out, before M38 is com- 
pletely stripped of ore and aliens. Through 
twelve stages of action, George must find 
members of his family who will give him the 
gadgets he needs to confront Mr. Cogswell 
and end his greedy plans. 


WELL 18 SETTING 
MINING FACTORY 


























> 


? PROS AND CONS 


Taito's recent tradition of creating fun, side scrolling, Although you тесі the other Jetson 
character-based action games continues with The Jet- family members in the game, you can 
sons While the formula has been used іп countless NES control only George. It would have been пісе 
games, the graphics and animatton of this game are — to be able to control the other Jetsons, as you 
very true to the Jetsons cartoons George really looks | could in the Game Boy verston Finally, we liked 
like the Hanna-Barbera George! The play control is the environmentally conscious message behind 
familiar enough to be fun and easy to get into The the game. 
progression of difficulty is fair and not too frustrating. 


REMOTE CONTROLLED 
DEFENSE 


As George makes his way through Cogswell's factories, he will 
family memhers who will give him defensive gad- 
charged by the Power Packs he will find in 
1 from defeated enemies 



















IN CRISIS 


The peaceful world of M38 was inhabited 
only by smutl, turry and Iriendly little 
humanoids who had no what 
Cogswell was up to. To their dismay 
Cogswell's rohots soon began to ruth. 
lessly exploit the planet's resources 










hovers ever Georg 

When on enemy appears 
Baarge can launch 1 at the 
cost of live Pawer Parks. 






The Shield protects Georgo 
fram anemies, hut daas not 
harm tham. Tha Shield 
drains Power Packs at a 
high rate so turn ii off 
onca you get through э 
trouble ara 















Georgo can walk оп the 

ruling wearing 
Select them рп 

Burton to jump and then 

the B Button to flip The 

боа drain Power Packs. 

when in use. 


The Flash Light emits ө 

| beam which 
йом all tha enemies i 
view Ewch burst af tha — | 


Flash tight cesis ten. PACKING FACTORY 7 |ВІАЅТ FURNACE 
Power Packs. so use this 


gadget sparingly! BOTANICAL COSMO WORLO 


































GAROENS ROCK CONCERT 
SPORTS GYM HALL 
George сап fy over wada GEAR FACTORY — 1))COGSWELL'S 
ops in the Roo using the OREAMLANO OFFICE 
Foris oy GE SPACE BALL HOME SWEET 
you use it Ве careful thot STAOIUM HOME 


you don't run eut mid-air MINING FACTORY 









sog STAGE ONE Soke 


PackiNG Factor == 





vall s oul- 






Bortanicat Garben 


The former glory of M38’s flora and fauna ts preserved in the 
Botanical Garden. Rather than runaway robots, here George 
must face a variety of alien creatures, including man-eating 
plants! Again, crates will be your best weapon and, in this stage 
you don't have to worry about tiny robots hiding out inside. 
Watch out for a tricky jump near the beginning of the stage 
























Jumping from leaf to leaf over the water at this point 
requires lots of practice. 1t seems to help if you jump 
as you walk towards 
theleaf When you are 
on the leaf, take a 
short step towards the 
end before you jump 
again [ts tricky, but 
easy once you gel the 
timing down 





Jump straight up 
on this leaf and you 
will be catapulted 
Into 














SPACE SPIDER 


One of George's little alien buddies has been trussed up by а giant Space 
Spider! Use the apples às а weapon against the spider Don't miss a chance 
to get ina hit Avoid the webs the spider shoots, they will damage you and 
slow you down Because the spider 
18 rather stow, deleuting it 1s just a 
$ matter of being cautious and 
persistent 











The small alien vail give Goorge 


the Glider Defense OS 


e 
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“ЖОР STAGE THREE 305, 
Y Sports бум 


The Sports Gym is a very short stage with only three real 
enemies to fight and a tricky jump to master. You can't 
really avoid being hit by the first strong man, so take your 
Jumps and run past. You'll then see a switch below two 
robotic baseball players, Hit the switch and jump onto the 
platform as soon as it comes into range. Don't hesitate to 
jump to the next one because you won't get a second 
chance. Astro will give you the Remote Control at the end of 
this stage, which will allow you to begin using your defen- 
sive items. 











b &. GEAR FACTORY 


The Gear Factory is one of the longer stages in 
George's journey and, as you might guess, is full of gar- 
gantuan gears Grab crates to use against attackers, and 
take the jumps carefully, 





Reverse gravity here using the 
switch and take the upper passage 
You'll find a robot, which will give 
you bonus Power Packs, and be 
rewarded with another shortcut. 










‘Alter talking to Dr Fatout, you И head up an elevator 
swarming wilh janitor ‘hots Throw crates al these 
mecha monsters whan they are facing sway fam you 


GEAR HEAD 


On the upper floor of the gear factory, a mass of gears will chase 
George. You may want Jane to stop those crazy things, but she’s not 
around, so run as fast as you can! When you reach the end, 
you will have to fight the dreaded Gear Head Robot. 
This heap is plenty tough—throw every crate you can 

at him and keep your distance The Glider Defensa wil alsa нісі damaga an 
him if na crates are handy 












52 BTAGEFIVE i$ 


Dream Lanp Space Bat SrapiuM 


George is harassed by sleepwalkers For every basket you make in this 
and UFOs іп Dream Land. At the Stage, you get a 1-0р. Get the 
end, Dr. Farout attacks. Get the Magnetic Boots by defeating Elroy at 


Invincible Shield by beating him. the end ^ 2 
== 
і Н А The molten metal in this stage rises 9 
i ; and falis like a fiery tide. Switches 


will stop the metal, turn on theg 
lights and activate moving plat- 
forms. This is where George 
adventure gets really tough! 



























(e$ STAGE NINE 524 


Воск Concert Hatt 


Riding a Jetboard, George must 
make his way through a wild rock 
concert full of fans, and avoid 
speakers that produce deadly deci- 
bel levels, to find daughter Judy, 


Cosmo WonLp 


The Hardware Robot designed 
Cosmo World for fun, but it has 
been taken over by aliens. George 
will jump higher than normal in 
Cosmo World’s low gravity. 






(54 | асна + “2 : 
_ see E we 
fes Mining Factory 


CocswtLL's Orrice Home Sweet Home Lots of reverse gravity tricks and 


Cogswell’s crazy office staffers do Its not home, sweet home yet! weird enemies will face you in this 
not want to give George an appoint- After getting maximum Power stage. George must turn off the mas- 
ment with the boss. When George Packs from wife Jane, George has (ег computer to save the fuzzy aliens 
finally reaches him, he must defcat one final challenge ahead! of M38 from Cogswell's out-of-con- 


Cogswell three times. trol mining empire! 
















WHAT SORT 
OF DESSERT STRIKES 
YOU LIKE PIES? 
ual cn 
EAH, LOSING ONE 10 


P y 
Р THE SECOND Y MILLION DOLLAR, STATE- 
М] CHOPPER THIS 
А WEEK 





LIKE A MEDAL OF HONOR, 
CATION IN SPAIN ANP 
THE COVER, OF TIME d 
MAGAZINE. m 






P T WANT NOU TO РСК UP АТ 
LEAST FOUR AUS BEFORE YOU 
START SHOOTING, MAYBE YOU'LL | WEIGHT SHOU 
Е MORE CAREFLIL AND Stay М REALLY HELP 
à Li 







= 








B 
THE AIR IF YOU'RE RESI 
FOR MORE LIVES. 


7 WHEN YOUR ARMOR N 
5 BELOW 100 


HORS D'QEUURES? 
NOW HE WANTS US 
UP HORS 
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MARIO PANT 










It's amazing what you can do with Mario Paint. In Volume 39, 
we showed you the basics of using the drawing toois, anima- 
tion mode and music screen. In this special insert —for mem- 
bers only—we’re going to show you how the professionais 
= Mat MK Mo SARS m о P As, 


Characters and create animation. 
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Even if you aren't an ace with pencil and art pad, you can create rich, artis- 
tic scenes using the Stamps from Mario Paint. It can be as easy as painting 
by numbers! And when you're finished making special Stamps, you can put 
them together and create more complex works of art. 





You don't have to be Picasso to create a marvelous Mario Paint 
scene—which 1$ a good thing, seeing how Picasso 15 no longer 
with us, The scene at the right was partly painted using the 
Mario Paint drawing tools and colors from the palette, but most 
of it was created with Stamps, some spectally-made, others part 
of the program, The cat, fire flowers, Yoshi, boat and spouting 
whale are some of the pre-made Stamps used The characters, 
however, are made from combinations of Custom Stamps Using 
the special Stamps, you can create your own animated scenes 


КӘСТТІ НЕЕ 


time. Here. we use three Stempe 
tho full sized charactere and we vo saved faces with different 
е In the animation mode, 


You cen save up Io 18 Custom Stamps ot в 
together te mal 
expressions to 























_ ОМАКЕ “EM MOVE 


Choose your favorite video geme cheracters and make your vwn achen scene in 
Maria Рену s Animation Meda 
Aftor you va saved Stamps thot 
show a couple of facia! expe. 
tions ond thet have arme and lege 
Іп different positions you can 
enter the Animation Mode and. 
select the number of frames 

wani 10 use for your action, Put 
the figures together using head 
and leg stamps in frome one 
hoose ыш) different 
stampa for the frames that follow 
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3 KE A BACKDROP 


Now youll want tn set your own 
scene. Decide where the action is 
going to take place end creato the 
setting usmg Stamps, your own 
drawings or в combination of the 
two Here we've created а 
background and а foreground and 
wel} set the path of the onimeled 
sequence to run between them 





Шегу MUSIC 


Whats en action scene without sound? After you create the setting and 
choreograph tha moves. enter the 
Music Modo end odd the final 
touch Each of the icang in the row 
above tho staff screen makes о 
different sound Use there tv aither 
moke sound affects tn qo with 
your characters moves or to make 
exciting background music thot 
adds t» the mood You cen then 
seve oll thras elersonts snd replay 
there together 





je 
aoa gi) 











MORE ABOUT SPECIA 


The possibilities for using Stamps are limited 
by only your imagination. Send a friend a 
videotaped birthday greeting, complete with 
music, that’s decorated with bright balloons 
Surprise your friends by sending them video- 
taped party invitations. Don't just send run- 
of-the-mill holiday cards—send videotaped 
messages that really capture the holiday spirit Th 

j d тз 1S just а small sampla of 
using Mario Paint instead Stamps made with Mena 


Paint Laok for mere rdeas on 
the back cever o! this booklet. 




































































PUT YOUR MESSAGE TO MUSIC 


‘Ara you sending someone s birthday greating? Compose your own version of the Happy Birthday Sang that's 


а snappier rendition of thet fired old tuna Tha possibilrtes are endless. 
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green It 15. 


Pte 
What vali ha do? Yau can maka Мапа jump onto 


77 Моск or march over and kick Ihe Koopa M. 
complex— you re tha director of this animated scana 


MOVE TO THE MUSIC 


Everyone knows the thama to Super Mana Bros. Go ahead end score tha tradtuonal sang in the Music 
Modo, or jaz :t up end hava Mano tapping hie toa to а new version of the tune, 





With Mario Paint, you can make your own Marlo adventure, You design the 
background, create the enemies, even score the music, just like real game 
design teams do. You call the shots. If you want Mario’s hair to be green, 














Does this scene look familiar? You can 
recreate settings from the original Super 
Mario Bros using Mario Paint mps 
Change them, and rearrange them to 
make new and unusual backgrounds 








ж 
€— 2 МЕТІН 
SEE өшін 
(749494 9174918 
The mora Stamps and tremas you use tha more animated 
effects yeu con ereata Maka your background end save 
mew митет Stamps over tha background anes so үші 
can use all 15 








MARIO PAINT 















To creale a Mario this size, we pasted together two Stamps Create 
the illusion of walking by changing the bottom Stamp in every 
other Frame. Paste Mano together in the first frame, then use the 
hand to copy it to the others so ıt will be in the exact position in each 
After copying, erase Mario’s bottom half and restamp with different 
legs 

тш ГГ? 


TERTE 
| Ф | e 
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TH. ШЕП 
нн 


MORE MARIO STAMPS - 


If you want to make it really look like 
Mario’s world, add some of the other items 
frequently found in his games, such as 
Mushrooms, Fire Flowers, Coins, Hearts 
and Shells Of course, if you want to intro- 
duce hum to а new world, you should try 
inventing some items of your own 











MUSHROOM 
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LINK UP WITH LINK 


Here we'll show you how to bring another video favorite, Link, to fife ina 
scene from Zelda. One of Nintendo's first big heroes, Link continues to gain 
fans in his latest adventure, ‘Zelda: A Link to the Past. 








DUNGEON DISCOVERY 


The scene at the left could have come 
right Irom one of the dungeons in the 
Ida game. In this animat- 
‚ Link marches in from the 
left and draws his sword to slash at the 
bobbing Bat Now you can make your 
own Link and put him in whatever set- 
ung you choose. Create new monsters for 
him to light and devise your own scena- 
по for the famous fighter Here, the 
background 1s made up of simple Stamps, 
and the Hearts and Rupees are easy to 
recreate, too 























A Ti pp pJ T ja 
ПРА LI 





kam 
PENTE 

HEET 
[ШЕ | ЧЕК ЕШШ 











Its 11 Link against the dungeon monsters He walks in holding 
EIE. b eM. ҮЕ up ms shield for protection thor he drops the shield and wields 
the Мерс Sword to attack the Bat 


THE MISSING LINK 


Df coursa епу scene with Link would be incomplete without ws famets music. Try te recreate tho tune by copying the 
Composition belew into your own Mane Point cartndge or play around wath ri and compese your own versan. 
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ANIMATION STAMPS 


Use the chart below to see which Stamps we used in the nine frames 
of animation we made for this scene. Check the screen shots at the 
right to see where to place each Stamp 


met tT? js Тарттьғтретғ” 
EN e e e 
в e е e e 

c ө e| 
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ROUND AMP 


The Stamps used for the background are surprisingly simple to make, but when pieced together 
they make an interesting backdrop for Link's animated scene Recreate the scene just the way 
we did, or make up your own scene putting the doors and obstacles wherever you want them. If 
you prefer а more complex background, make up your own set of Stamps with more colors and 
shapes 
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We asked the development team that designed the real Metroid game to 
make a Samus that runs using Mario Paint. They said that it was а piece of 
cake—they used а simllar system to create the original character. Now you 
can make the real thing using your own Super NES. 





tamps to creale some of 
the positions that make Samus look like a 
runner Together, the various Stamps 
LELER, show her hoofing it through familiar ter- 
Гера ritory та Metroid corridor Four frames 
Рага of animation are enough to create the 
- effect See the sequence below for place- 
ment of the Stamps 


FRAMES EEE] 











Fram а stanéing start Samus eppuars to be running away from the clesed 
door es a monster bovars ovesheed Youll find ihal this sequence looks 
emerkably like the running Samus in wur NES Melroid Game Pek 


METROID MUSIC 


Adding the Мити music mekes the sequence mors complete. Use the familiar music sored below ac 
create a new theme or sound effects for your own Samus scene 
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BACKGROUND STAMPS 


The dark corridors in Metroid are lined with 
biocks made from Stamps like those below 
The stamps at the right are pieced together to 
create the door. Use them to make corridor 
configurations of your own. 


























The slight change in the 
monsters sze will make rt 
Took like 145 pulsating when 
the Stamps are swrirhed in 
every other frame 


FACE-OFF 


Although it's nat shown оп 


the fecing page you can 
moka Samus start from а 
standstill М you want to 

use addrtionat animation 

frames 
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different Stamps. 


їп the animation sequente a woop of soldiers attacks tha castta tn your 
own remake yau could add different animation perhaps you would prefer 
lo have & fine carnage ри up 10 the fromt door 


CREATE A CLASSIC 


Whal kind of music is in keeping with е castle? Use the Music Moda іп duplicate thie cemposrbon of, 
better yet, create your own clessic 


You can use Mario Paint Stamps for more than just creating characters from 
video games. You can also lay lots of Stamps side-by-side to build scenes 
that take up the entire screen. The castle below was made by using 13 


















UNDER CONSTRUCTION 


This grand castle was built with only the 
Stamps on the facing page. The Stamps 
used to make the arches and the founda- 
tion were flipped using the Rotate/Flip 
icon so one Stamp could print in both 
directions Background Stamps, such as 
the doorway and the recessed courtyard, 
are placed first, then the foreground is 
Stamped over them to create a feeling of 
depth For example, the windows were 
Stamped over bricks, then the flags were 
Stamped over both bricks and windows 
Finally, the soldiers were added in the 
Animation Mode 
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dp, МИР SPECIAL (0 


e М 5 


In the four-frame animated sequence, the same troop 15 
copied to all frames The Animation Path 1s used to move 
them towards the castle from the lower right 





Although the pasrtions of the individuel soldiers dont change мо 
different soldier Stamps are used fer diversity 





(GR 7 
| BACKGROUND STAN 
Take a close look at these Stamps and try to find where used as mirror images in the opposite direction, thus eli- 
each was used in constructing the castle Subtle shading minating the need for additional Stamps. Just imagine 
on some adds dimension to the finished structure Several what kinds of buildings you can construct 
of the Stamps served double duty. they were flipped and 






А closa up shat reveals the placerant of tha layered window and 00 WA Ш ED GE - ARCH — 


flag Stamps. fs nol as complicated as И looks. 





ЛЕДІ) 


| TOWER SHADOW | TOWER TOPPER 














DOOR PANELS 











WINDOW | SMALLFLAG | LARGE FLAG 
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OLD MACDONALD'S &..^ 





Picture the possibilities. Animate a favorite story. Palnt a scene for a song 
and putit together with your own version of the melody. Here, we've imag- 
ined an animated scene to go with a long-loved children's song—and Old 
MacDonald never had cows like these! 






When the farmer's away, the animals 
play. Old MacDonald had all kinds of 
critters on his farm, but he probably 
didn’t have dancing cows—until now We 
pictured a lovely lineup of divine bovine 
dancers adding a httle hfe to the barn- 
yard, and the animal sound tcons in the 
Music Mode were the perfect touch for 
our version of the tune First we illustrat- 
ed the background, then we added the 
animation and set the dancers’ path. 
What do animals do when the farmer 
isn’t looking? 


This lineup of lovelies hoofs rt up from Iha nghi end continues 
989197911213 through tho тап сотн who the lookeut on the tover et 
watchas oul for approaching humans 
NEW MACDONALD 


Take the time to try out aur versan af ОМ MacDonald Had A Farm. Ifa compased with a Bark, Bark 
hare and ап Отк, Oink thare- just the touch for the thed and trua classic tune, 
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А BEVY OF BOVINES 


These dancers aren't quite in sync. You'll 
notice that their positions change in every 
frame, but they aren’t always in step. Check 
the chart to see which cow quarters were 
used in the nine different frames 





FRAME | 1 | 
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Fans of Super NES Pilotwings will recognize the background below, 
sketched using Mario Paint. The pilot in the game may have had a jetpack, 
but ours is powered by a parasol instead. Take aim on the target or make 
him land wherever you want him to. 





EN PAINT A PILOT 


The Pilotwings-like background is paint- 
ed with crayons and paintbrush, and 
Маго 15 put in position with pre-made 
Stamps The circle of orbs is made with a 
Custom Stamp we created to look like the 
ones from the game. Now we can make 
our own pilot fly into the scene with his 
pop-up parasol, one mode of flight not 
dreamed up by the game's developers 














Where will the breeza carry our umbrella man? We could set the 
animation track to carry him through the circle of orbs towards 
tha striped target bolew—or Іші the wind carry him aff 


MUSIC IN THE AIR 


New put your aenal perobstics to music. Try our tuna on your own Mana Pamit Pak. 
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Our ptlot spins as he drifts down, and hts parasol 
opens and closes as he bobs up and down B 
cause it took many Stamps to make a character 
thts big, we replaced Stamps with new ones after 
we used them This tncreased the number of 
Stamps we could use to over 14 





To creare the full length fece on 
view of the floating men it 
takes nine of the 15 Stomps 
The orm position will remain the 
same m 911 fremos, but tho legs 
heod ond umbrella change from 
frame to treme 





We used sta frames to create the effect of the 
man spinning tn a circle, [n the first frame, hts 
back ts to us. In the second, he starts to turn to 
the right, and by the third we see the full-face 
view 








BLUE ORE 


Attar looking closely st tho 
Piohwngs game we ware able 
to reproduce the orbs that you 
must р955 through to reach the 
target. We used the single 
Stomp ot the right to make the 
circle in the background 

















HELMET. HEAD 


The two Stamps on the left ere 
the side ond back views of the 
men's helmet, the two on the 
night ere two more posrbons for 
the pereso! We flipped the the 
Stamp en tho for right to meke 
the fully opened регез 





































FOLDING FEET 


fo edd seme more movement, we 
used three Stamps t» meke the 

төп s legs bow То create complex 
images of this size, you И heve to 


replece some of the Stamps with 
mew anes eher you've осой them 
nd you might howe to flip some 
ad use them saverel times. 
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Last year was quite a year for video games. 
The Super NES surpassed the competition as 
its library ballooned with such technologically 
superior games as Street Fighter II and The 
Legend of Zelda: A Linkto the Past. And while 
the Super NES grabbed the most attention, 
many new releases for the NES were added to 
the 8-bit library, continuing to make it the 
largest collection of titles for any single video 
game system. The success story was similar 
for Game Boy, which crosses over to appeal to 
players of all ages and genders better than any 
other Nintendo system. 

Because there was so much great software 
released in 1992, it was difficult to narrow our 
list to only ten titles per system. Deciding 


SUPER POWER CLUB 





which games were eligible for the list 
compounded the challenge, as many of the 
games that became big hits in 1992 were 
actually released in late 991. Our picks for the 
best games of 1992 were determined by game 
ratings of the pros at Nintendo, votes sent by 
readersto our monthly Top 20, and inputfrom 
the editors at Nintendo Power. We tried to 
choose games that were well designed and 
that added diversity to the Nintendo game 
library. Technological! advancements and 
gaminginnovation were weighted more heavily 
than sales figures were. 

So here it is--the definitive list for 1992. All of 
the titles that made our Top 10 are highly 
recommended. 
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ENTERTAINMENT SYSTEM 


ences, and The Legend of Zelda: A Link to the Past, 
which provided two worlds for long play value. But the 
video game cartridge event of the year was Street Fighter 
П: The World Warrior, which crammed an arcade system 
into an Super NES carindge! 


The second year of the Super NES will be remembered 
as the year in which programmers and designers really 
tapped into the system’s capabilities. Examples іп- 
cluded ttles like Super Contra Ш, which used 16-bit 
graphics and Mode 7 to create new game play expen- 




















After a lot of heated discussion we finally 
placed Capcom’s Street Fighter Il, The 
World Warrior at the top of our Super NES 
game list for 1992. Street Fighter 11 brought 
its arcade mystique intact to the Super 
NES. The conversion was almost flawless 
and well-nigh identical to its. coin-oper- 
ated big brother. Full use was made of the 
Super NES's technological capabilities to create large 
colorful characters and animated backgrounds Although 
the Super NES controller was not laid out the same as 
the arcade machine control panel, the play control of the 
home game was still excellent. The impact of this game 
on the Super NES was enormous, as many players who 
were undecided about upgrading to 16-bit were finally 
convinced by this title. Quite simply, Street Fighter П for 
the Super NES made it possible for any player to afford 
an arcade machine at home Only the graphic superiority 
of the Super NES could allow for this kind of game 
exclusive. — Two-player simultaneous play and secret 
codes added to the lasting interest in this title This game 
should have a permanent place in the monthly Top 20 








Street Fighter II: 
The World Warrior 


CAPCOM 
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eeeazaceccaaes| Graphics 4.3 Play Control 3.7 


ACTION Challenge 4.2 Theme, Fun 4.0 

















Who s yous favorite street fighter? The 
arguments on who's the best could easily 
ful another article 






The two player simultaneous made adds to the fasting interest 
of Street Fighter П by allowing two players to chalenge each 
other to a battle. 


well into 1993 Though a relative newcomer in the Top 
20, Street Fighter 11 recently blasted Super NES Zelda 
out of the number one position by scoring a record 
34,824 points Time will tell 1f this game has the staying 
power to remain number onc Nintendo Power 
Coverage. Volume 38 
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©) The Legend of Zelda: 5s 





Long play value through two worlds made Super NES 
Zaida one of the lop games of 1392 The return of 





Link wes welcomed by many players. 





‘the return of int | NINTENDO | POWER METER 


med c d mamauuuuzt? "9 4 Gic 4.7 Play Control 4. { 
end of Zelda in “А ADVENTURE | challenge 4.8 Thame, 
Link to the Past" 
was another banner video game event of 1992. Link’s new quest takes him 
through two huge fantasy worlds which are woven together like a giant 
puzzle. The underworld labyrinths are filled with more monsters and traps 
than ever before and are portrayed in life-like detail courtesy of the Super 
NES's 16-bit graphics This game continues to light up Nintendo's Game 
Play Counseling line with callers looking for clues. Another Super NES 
exclusive Nintendo Power Coverage: Volume 34, and The Legend of Zelda’ 
A Link to the Past Player's Guide 















©) super Contra III: The Alien Wars 





Wild vehicles and ou! of this world enemies make 
Contra Ш one of Iha most innovative and chat- 





lenging shooters in a long ume 


C) super Star Wars Ө Mario Paint 








Contra ШІ made KONAMI POWER METER 


such excellent use Кшшшшшававаааа Graphics 4.3 Play Cost 


f the 5 NES’ 
16-bit aa 25 ACTION Challeoge 4.3 Themo, Fao 3.9 


pabilities that it was 
indeed a ground-breaking game. Each stage of this awesome shoot-em-up is 
completely different from the one before. The action 1s intense and challeng- 
ing and the graphics explode off the screen. Even members of our staff who 
are not big “dodge and destroy” fans loved this game Contra ІП set new 
standards for action games with its clever uses of Mode 7 scaling for zooming 
in on enemy characters and for creating new play experiences. Nintendo 
Power Coverage: Volume 36 






















JVC 


(POWER METER 


NINTENDO | POWER METER 


pauuananaann aE Graphics 4.5 Play Costrol 3.7 
ACTION Chalieoge 4.1 Theme, Foo 4.3 











mauasancca 2277 Graphics 3.9 Ploy Cootral 3.9 
Challenge 4.0 Thom 4.0 














Respect for the Star Wars 
license is evident in the care 
taken by Lucas Arts and 
Sculptured Software in de- 
signing Super Star Wars 
True to the movie, the game 
included digitized images 
from the Lucas archives as 
well as sampled sounds, voices and music that really 
makes gamers feel like they are “playing” the movie. 
Combine the faithfulness to the film with great game play, 
and you have another of 1992's Top Super NES games 
Nintendo Power Coverage Volume 42 
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Mano Paint is a unique piece 
of Super NES software. To- 
gether with the Super NES 
Mouse, users can create their 
own paintings complete with 
anmation and music. Mario 
Paintearned aspoton our Top 
10 for giving players achance 
to be creative and for mcluding the Super NES Mouse that 
opened up potential for new types of software using its 
interface power. Check outthis issue’s 16-page book to see 
how you can create video game “spntes” with Mano Paint 
Nintendo Power Coverage. Volume 39, 44 





fa, Super Mario Kart | NINTENDO | POWER METER 








sescoonanunue? Graphics 44 Ploy Соеїго! 3.9 


ACTION | Cholleege 4.5 Theme, Fee 4.4 














Since we first played F-Zero, we wondered how much fun a two- wv 
player simultaneous version of the game would be We got our answer in 
Super Mano Kart. Not only does the game feature split-screen Mode 7 that 
gives both players their own views on the action, but it also has a wide vanety of 
wacky weapons to trash your opponent with (There'snothing we like better than 
leaving à banana peel for tailgaters!) Nintendo Power Coverage. Volume 41 





7 TMNT IV: ы ы! in Time | KONAMI | POWER METER 


E Out Of This World INTERPLAY | POWER METER 





|1) Road Runner's Valley .SUNSOFT | POWER METER 


Dorie Mikes Карп === =H Grophics 4.2 Ploy Coetrol 4.0 


and Leo are back in 
another time spar ACTION Challeoge 4.0 Theme, Foo 3.8 | 


mng adventure that 
continues the tradition of TMNT video games. The turtle characters are well 
animated and large through the use of the Super NES's 16-bit processor, Despite 
the game's similarity to previous TMNT games, the popularity of Konami's 
TMNT series with players and the new theme of time travel put this one into 
our year end Top 10 Nintendo Power Coverage: Volume 39 

















Though this game Казвтининининин Grophics 4.1 Poy Coetrol 2.8 
may not be for ev- | ADVENTURE Cholleege 3.8 Theme, Fee 4.3 
eryone, it ranks in 
our Top 10 due to 
its uniqueness Until now, games with this kind of cinematic flow and bitmap 
style graphics have been relegated to personal computers. The play control 
was challenging (as the score in Play Control indicates), but the look and feel, 
theme and fun, and overall concept of this title were all top notch. Recom- 
mended for expert players. Nintendo Power Coverage: Volume 41 

























NINTENDO | POWER METER 


The л вате to fe 2222227 Grophics 3,6 Ploy Сое!го! 3.4 


МЕО аЗ 
А beca а SPORTS Cholleage 4.0 Theme, Fue 4.0 


their fullest advan- 
tage in a sports title was NCAA Basketball. With the player’s viewpomt 
following the action, this game puts you out on the court and in the middle of 
the action for shooting three pointers, lay-ups and super slam dunks! The 
inclusion of over 40 top college teams made for a unique touch not seen in 
previous sports titles. Nintendo Power Coverage. Volume 38 

















Rally 222225 Grophics 43 Ploy Cootrol 2.9 
Sonic put the heat ACTION Challenge 3.6 Theme, Fue 3.7 
on Super NES game 
designers to increase the speed of their games, and Sunsoft met the challenge 
with Road Runner’s Death Valley Rally. This game defimtely shows that 
programmers are learning how to get the most out of the Super NES's speed 
potential. The feeling of the classic cartoon is captured through great 
character arnmations, sampled sounds and hilarious defeat scenes for Wile 
E Coyote Nintendo Power Coverage. Volume 43 
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GAME BOY 


The Game Boy story for 1992 paralleled the develop- 
ments Гог the Super NES As programmers became more 
familiar with the pocket powerhouse’s operating system, 
more action and fun was packed into its tiny little paks 
In addition, a wide уапейу of software was made avail- 












Super Mario Land 2 features the largest 
ROM configuration of any Game Boy 
game so far-- 4 megabits! The program- 
mers and designers used this memory to 
create a giant land for Mano to explore, 
both in depth and size of character graph- 
ics. With almost twice as many levels ав 
the previous Mano Game Boy game, Su- 
per Mario Land 2 settings vary from deep beneath the sea 
m the Turtle Zone to a haunted house m the Pumpkin 
Zone to the very moon itself inthe Space Zone. The large 
characters are easy to see on the Game Boy screen, and 
combined with the great play control, they allow players 
to take Mano to new heights Like every new Mano 
game, new transformations for our plumbing protaganist 
are the order of the day in Super Mano Land 2 This ume, 
a Magic Carrot turns Mario into a high-flying hare. 
Mario's rival Wario adds another great bad guy to the 
Mario mythos Super Mario Land 2 hasn't had much of 
a chance to make a showing in the monthly Top 20 yct, 
but based on the long run of the first Game Boy ttle 
featuring Mario, we would bet on this one taking its place 
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able for Game Boy, from InfoGenrus's line of useful 
Productivity Paks to Accolade's translations of classic 
arcade standbys. 
make a "real" game starring Barbie 
has never been better! 


We were also glad to see Hi-Tech 
Gaming on the go 


Super Mario Land 2: 
6 Golden Coins 











POWER METER | 


Grophics 3.8 Play Control 3,5 
Challenge 3.5 Theme, Fun 4.0 | 





NINTENDO 














ACTION 














Mario flies high with the aid of his new 
rabbit eacs on his quest to retrieve the 6 
Golden Cains that will unlock his castie 






Wario s hench-monslars ara bigger and badder than any Maria. 
has faced before Chack out the ghoulish witch from Pumpkin 
Zonal Yikes! 


at the top before Ilong. Though there's been some talk of 
over-exposure for Mano, based on the player's response 
to this and all of his past games, it seems people can't get 
enough of him! Nitendo Power Feature Coverage’ 
Volume 42 













POWER METER 


Graphics 3.9 Plny Control 3.9 
Chollesge 3.7 Theme, Fnn 3.8 














ACTION 








Capturing the NESexperience onthe Game Boy's small screen is a challenge. 
but no character has made the leap better than Mega Man. The Blue Bomber's 
simple but futuristic graphics stand up well to miniaturization. Game Boy 
MegaMan2 combined the best elements of NES Mega Man 2 and3, including 
the robotic dog Rush and the dastardly Clash Man, Metal Man, Wood Man 
and Аш Man Mega Man 2 has ranked ın the monthly Game Boy Top 20 a 
couple of times and should hold a regular spot there in the future. Nintendo 
Power Coverage: Volume 34 


Commando 


Capcom can do no wrong with Mega Man Every опа 
of his adventures has bsen a smesh hill 





| POWER METER 


jGrnphies 3.8 Ploy Cnntrol 3.8 
Challonge 3.7 Theme, Fee 3.9 


Long time fans of 
the NES will 
surely remember 
the Capcom action 
classic, Bionic 
Commando We're surprised he hadn’t made a comeback sooner, but we 
weren't disappointed with his Game Boy adventure. It features a hero who 
15 armed with a cool bionic arm that can be used to swing from tree branches, 
and cave ledges. This super soldier also has a variety of other military gadgets 
lo keep the enemtes at bay The game is well-rounded and follows the basic 
design set forth in the NES original Nintendo Power Coverage: Volume 41 
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The Biome Commando mus! use all the armaments in 
his arsenal to defeat the challenges that face him in 
his naw adventure on Game Boy 


Gradius: The 


Tiny Toon Adventures: Interstellar Assault 


Babs’ Big Break 





POWER METER 


Graphics 3.8 Play Cootrol 3.6 
Chnllenge 3.4 Theme, Feo 3.6 


POWER METER 


TERES * Gmphics 3.7 Play Control 3.7 
ACTION [Challenge 3.7 Theme, Fun 3.4 


KONAMI KONAMI 


h*sasuuauuuuuz 


ACTION 




















"Babs' Big Break" follows Gradius: The Interstellar 


Tiny Toons Buster Bunny, 
Plucky Duck and Hamton 
Hog as they ensure that Babs 
fulfill her dreams of Broad- 
way stardom. While the 
game has plenty of fun, side- 
view action, it also mecludes 
other activities like feeding Dizzy Devil and finding 
Furrball. which add variety and lasting interest. The 
well-rendered graphics capture the spirit of the cartoons 
‘Fhe game is fun and youdon'thave to be a fan of the Tiny 
Toons to enjoy it. Nintendo Power Coverage: Volume 34 


ЖЫП. 





Assault provides a non-stop 
roller coaster of space age 
action right from the open- 
ing scene. The familiar ор- 
tions from the previous 
Gradius games are here, 
ready to Power-Upyourship 
mto an awesome weapon. An amazing number of enemies 
are displayed on the Game Boy screen without noticeable 
slow down, and the play control 15 super precise. This is 
possibly the best strarght shoot-em-up to appear on Game 
Boy yet. Nintendo Power Coverage Volume 33 
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Return of | SUNSOFT | POWER METER 


аапаапявапяааа Gro 39 Роу Central 3,4 
the Joker (сты ше мсн 


(5 | Batman: 





















Although Batman. 
Return of the Joker has only four stages, they are long, the continues are 
limited, the Power-Ups are few, and the “toys” are scarcer than in an original 
Batman $1 comic! Batman 1s much larger and more realistic than he was in 
the first Game Boy Batman pak The play control is similar to that of the first 
NES Batman pak, where Batman could cling to walls and attack with hís 
Batarang. Nintendo Power Coverage" Volume 36 


7 Track & Field KONAMI | POWER METER 


Track & Field of- Паваянаянавн Grophics 3,5 Play Coatral 3.6 


fers II preat aek SPORTS Chellenge3.6 Theme, Fon 3.6 
and field events | 


Although the 
hyper-fast, button-pressing play control may not be every player's forte, we 
thought it was unusual and easy and that it added to the fun. The introducnon 
of the game timed well with the Olympics and was a clear winner among 
games of the same theme The two-player mode really adds to the challenge 
and spirit of compeuton.— Nintendo Power Coverage: Volume 43 


руз 5 Dream Land NINTENDO | POWER METER 


Like our other Top |ввввввввававнвав | Graphics 3.0 Ploy Control 3.7 

















10Game Boy utles, ACTION Challenge 3.6 Thame, Fen 4.0 
Kirby’s Dream 


Land features large, 

easy-to-sce characters, great play control and a variety of game play actions 
The new Kirby character has a broad appeal and can be enjoyed by a wide 
vanety of players And don’t let the first play through the game fool you; the 
second time around Kirby's Dream Land is опе of the most challenging action 
tasks you'll find on Game Boy. Nintendo Power Coverage. Volume 39 


о Гоопеу Tunes SUNSOFT | POWER METER 


Classic characters [а aaaaanan nana Grophics 3.8 Play Cantrol 3.6 | 


NEL UA ACTION | | Challenge 3.4 Theme, Fun 3,7 


pear in this new 
seven-stage action game The game play 1s again standard side-scrolling 
stuff, but it’s much more challengmg than Tiny Toon Adventures. In addition, 
older players who may not be followers of the new Тіпу Toons liked the 
familiar Looney Toons betier, although game play was similar in both games 
Nintendo Power Coverage’ Volume 43 



































NINTENDO | POWER METER 


WhenNintendo an- [poo ee | Graphics 3.2 Play Coatrel 37| 
npuncedia game PUZZLE | Challeoge 3.5 Theme, Fen 3.6, 
staming Yoshi for 

Game Boy (and 

NES), some players might have expected an action game rather than а puzzler 
along the lines of Dr Mano. Yoshi combined puzzle aspects of Tetris with 
likeable characters from the Super Mano Bros. universe to create a simple but 
challenging mix-and-match contest which was well received by players of all 
ages Nintendo Power Coverage. Volume 35 
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Sull going strong after six years, the NES remains the 
most popular home video game system of all time. With 
altbrary of approximately seven hundred games, it offe: 
something foreveryone Ourchotces for the Тор 10N 
games of 1992 show that plenty of potential for fun still 
exists in the 8-bit video game market, especially for 











games featuring popularcharacters from TV and movies. 
With such a gold mine of characters to select from, the 
possibilites for NES game ideas will never be exhausted 
With lots of new titles being added to the 8-bit library all 
the ume, the NES continues to have along, bright future 
Here are our ptcks of the games now available. 








Mega Man IV adds just enough new ele- 
ments while still keeping the tried and true 
flavor of the previous Mega Man games. 
In any new Mega Man game, it's a given 
that there will be new robot foes for Mega 
Mantobattle. Ring Man, Dtve Man, Toad 
Man, Bright Man, Skull Man, Dust Man, 
Drill Man and Pharaoh Man all hve up to the challenge 
level of their predecessors. The surprise ending 18074 
really a surprise to seasoned Mega Man players, by now 
it should be obvious that f Mega Man ts tn trouble, Dr. 
Wily 1s behind it. Nevertheless, the story elements of 
Mega Man IV are deeper than in previous Mega Man 
games and they delve into the origin of the Super Robot 
further than ever before These kinds of details are 
always appreciated by Mega Fans! In all the Mega Man 
games, we have been very impressed by how Capcom 
gets the most out of whatever system they are program- 
ming for. The totally huge boss characters in Mega Man 
ТУ really show off some programming skill! Three Mega 
Man games are in the NES Top 20, and the highest 


|| POWER METER 


Graphics 4.0 Play Caatrol 3.9 
Challenge 4.0 Theme, Fua 3.9 









CAPCOM 


ACTION 





Меде Man lesps mio аспол against 
titanic robot foes created by the 
nefarious Dr Wily 









Mega Mens robo-dog Rusa. is hrs best friend in a variety of 
tough situations, be it in the аг or under Ihe soa. 


ranking one is Mega Man IV. Always near or tn the top 
five, this game scored a high of over 8,000 points. Now 
that a 16-bit Mega Man title has been announced, can it 
be long betore the Blue Bomber rules all three systems ? 
Niniendo Power Coverage. Volume 32 
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o Darkwing Duck 


10 


Darkwing Duck really ruttled our teathers with its 
action sequences Laak 


challenging, clift 
out below, DWI 


The level s name is “ле ıt you love Lemmings" and 
we're all grinning! NES Lemmings gat high ratings. 


from өш staff and the pros at Nintendo 











‘POWER METER 


CAPCOM 


sanaannanaann 5 Graphics 39 Play Control 3.9 


ACTION Challenge 3.9 Theme, Fun 3.8 






Let's get danger- 
ous! Character 
gameshave always 
been what the NES 
1s bestat, and Capcom produced another great one starring Disney" s Darkwing 
Duck The game play 1s slightly reminiscent of Mega Man, but with enough 
differences to make it a distinctive game. DW's ability to hang on to ledges 
and swing from hooks suspended high above the city add to the fun and 
challenge The graphics and dialogue portray the cartoon and comic based 
characters very well and the game play is challenging The game was rated 
highly by the pros at Nintendo Nintendo Power Coverage. Volume 36 
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maananacatt 5? * * Grohics 3.8 Play Control 3.6 


PUZZLE Challenge 4.1 Theme, Fon 4.1 


SUNSOFT 


A popular game 
with many of our 
staff members and 
the pros at 
Nintendo, Lemmings possesses that addicting quality that all great puzzle 
strategy games have. While a Super NES version of this title was also 
released, we gavethe Top 10 nod tothe NES version because it plays the same 
on an 8-bit machine, which gocs to show that you don't need spectacular 
graphics tocreatean engrossing game play experience. Give Lemmingsa try. 











TMNT Ш: 


The Manhattan Project 


Once you've saved a few levels of the helpless, mindless little guys, we think 
you'll be hooked Nintendo Power Coverage: Volume 37 
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| Graphics 3.2 Ploy Control 3.6 
(Gholleage 3.9 Theme, Fan 4.0 











Konami stuck with a win- 
ning formula with TMNTIH, 
producing a game that is very 
similar to the hit TMNT 1: 
The Arcade Game. New 
moves like Leo’s Spin Slash, 
Raph's Drill Attack, Mike's 
Handstand Kick and Don's 


Somersault Slash add individual character to each of the 
turtles and give them an edge against Shredder' s min- 


10ns. 


Reckless monster trucks and ambushing Foot 


Soldiers make things tough for the heroes in a half shell. 


Nintendo Power Coverage 
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Volume 33 





Cross Tetris with medieval 
warfare action and you get 
Rampart, one of our favorite. 
player vs player games of 
the усаг Like Lemmings, 
this game 1s also available 
on the Super NES, but ihe 
NES version plays just as 


well Like Lemmings, the strength of this title hes in its 
game play rather than its graphics. 1f you have a game- 
playmg partner you like to compete with, we recom- 
mend that you challenge him or her to battle with 
Rampant. Nintendo Power Coverage: Volume 33 








Grophics 3.4 Ploy Cootrol 3.0 
ADVENTURE Challenge 4.1 Theme, Не 4.0 





Ultra's Star Trek for the NES allowed gamers to boldly go where no “7 
player has gone before The video game captured the feeling of the classic 
television show with role-playing-like dialogue between the characters and 
tricky puzzles for the crew to solve. While the game will not take five years 
to complete, there is a good variety of planets to beam down to and explore 
Nintendo Power Coverage. Volume 29 


TAITO | POWER METER 


пания" Graphics 3.2 Ploy Cootrol 3.8 
ACTION Chollenge 3.5 Theme, Foo 3.8 








Although the ше 
and look of Little 
Samson may be on 
the cute side, the 
play is challenging and is made interesting by the fact that you can take control 
of any of four different characters. Each character has a different ability that 
actually makes the game play differently The boss characters are large and 
impressive, and the game's eight stages are varied and interesting. Nintendo 
Power Coverage. Volume 40 
















| DATA EAST | POWER METER 
prat Graphies 3.6 Ploy Cootrol 3.4 
Challenge 3.5 Theme, fun 3.8 


Captain America & 
The Avengers gives 
you a choice of two || 
characters to con- 
trol’ tbe super patriot, Captain America, or the avenging archer, Hawkeye 
Cap uses his shield for both attack and defense, while Hawkeye's bow and 
arrows are best used for attacking. The one-on-one mode, which lets you hattle 
a friend, 1s lots of fun We especially like the fact that one player can take оп 
the role of a villain. Nintendo Power Coverage Volume 35 


ACTION 





CAPCOM POWER METER. 


Gargoyle's Quest It : i4 
caer elements Graphics 3.3 Play Control 3.5 
of adventure and | ADVENTURE | challenge 3.4 Theme, Fun 3.5 
role playing games 
to give players an in-depth world to explore with plenty of action The high 
point of Gargoyle's Quest lI 1s the play control for the winged hero, Firebrand 
It takes а while to master but really adds another dimension to the game Set 
in the ghastly Ghoul Realm, the moody graphics add to the spooky theme 
Nintendo Power Coverage Volume 39 





‘HUDSON SOFT | POWER METER 


Hudson brings back [а =" 5 Graphies 3.3 Ploy Cootrol 3.8 


the ever popular 
ШЕ send ACTION Cholleoge 3.3 Theme, Fun 3.6 


venture that has the 

famous feline trying to rescue Kitty from the clutches of the Professor. Again 
we have a familiar game play setup with side scrolling action and lots of 
Power-Ups. In spite of some minor inconsistencies between the ТУ show and 
the game, you'll find good play control and a wide variety of “vehicles” for 
Felix to ride, from a rocket car to a dolphin to a spaceship, Nintendo Power 
Coverage: Volume 40 





JANUARY 1993 1 








magine that you are at the con- 
trols of a star fighter above an 
enemy world, The globe beneath 
you turns into mght as a squad- 
ron of hostile alien ships ap- 
pears. Before long you are 
screaming out of the strato- 
sphere toward a heavily ar- 
mored fortress planet where you 
must skillfully maneuver your ship 
past armored towers and through city 
canyons The fireball from an explod- 
ing missile suddenly engulfs your 
ship, but ina flash you have sped into 
the open only to meet a squadron bear- 
ing down on you at super somic speed. 
Now imagine you have entered an 
empty mansion Slowly you move 
from room to room, sensing that 
something terrible once happened 
here. Haunting music plays in the 
background as you explore further 
You half expect the rattle of chains or 
eyes in a painting to follow you about 
the room Suddenly, an apparition 
appears in the hallway and rushes 
toward you then vamshes! The 
house, it seems, is filled with tortured 
souls What was their fate, you won- 
der, and what will be your own? 
These two scenarios may seem to be 
fairly standard story lines for video 
games In fact, they describe two 
remarkable games that are bound to 
change the way we look at all video 
games m the future What makes 
these games special are the technolo- 
gies they use and the resulting new 
game experiences for players—chiefly 
а new level of realism The two scena- 
rios also illustrate a split in the direc- 
tion of future gaming, which 1s also à 
result of the technological format used 
by each game The first scenario 15 
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taken from Star Fox, the first game 
ever to make use of Nintendo's cus- 
tom Super FX chip. The second scena- 
по describes Тһе 7th Guest, consi- 
dered by many to be the most 
advanced CD-ROM entertainment 
product created to date In this article, 
you'll learn why these products are so 
remarkable. You'll also see that these 
games, as impressive as they may be, 
are only the beginning of a revolution 
1n home entertainment. 


THE STAR 
FOX ODYSSEY 





This Spring, a game unlike any 
other will appcar in stores. Nintendo's 
Star Fox will be the first game to make 
use of the custom Super FX chip 
Since the chip itself 15 buried inside 
the Game Pak, the only evidence of 
this mimature marvel wil! be on the 
screen The first thing most people 
will notice is the use of polygon graph- 
1сѕ. Your spaceship 15 clearly con- 
structed of many flat shapes, or poly- 
gons. Other objects in the game аге 






























also made from polygons, but they 
may be less obvious. One of the great 
advantages of using polygons is that 
you can rotate them to create a 3-D 
effect. Another advantage 1s that poly- 
gons don’t take up as much memory 
space as character-based objects like 
sprites Since a polygon ts a geometric 
object, и can be described with a fairly 
simple formula. Scaling a polygon, or 








making it grow or shrink, 1s also easy 
because it’s just a matter of plugging a 
ncw variable into the equation Actu- 
ally, the 3-D obyects like buildings and 
ships used in Star Fox, are made from 
multiple layers of polygons Each sur- 
face ıs a single polygon The collection 
of polygons that make up an object 
сап be instructed to move together so 
that they seem to be one object 












Some arcade and PC games already 
make use of polygon graphics, but un- 
til now, no home game system has had 
the power to manipulate the number 
of polygons that can make up a single 
screen image, and do it with real-time 
speed. The specialized functions ofthe 
Super FX, however, changes all that. 





The Super FX is what engineers 
and programmers call a RISC, which 
stands for Reduced Instruction Set 
Computer. What it does in simple 
terms is to make a lot of very specific 
types of calculations very fast. The 
specialized calculations are used to 
create special effects such as the scal- 
Ing or rotation of sprites and polygons. 
Inpast video games, all calculations of 
this sort were carried out by the Cen- 
tral Processing Unit (CPU) Although 
the CPU is more powerful than the 
Super FX chip, itis not as highly spe- 
cialized You might say that the CPU 
18 like the quarterback on a football 
team The QB calls the plays, throws 
the ball, hands off, or runs it himself 
He may also call Time Out, change 
the play at the line of scrimmage or 


decide ifthe team will accept a penalty 
The quarterback has many skills, but 
even so, you can’t expect him to do 
everything himself. At some point, 
you have to bring in a specialist. In this 
analogy, the Super FX might be like a 
field goal kicker All he does 15 kick 
field goals, but he's very good at it. 
You might say that if the Super FX 
were a field goal kicker, he could boot 
it through the uprights 100% of the 
time from as far away as 100 yards, 
and he could do it 60 umes a second! 
As you might imagine, such a kicker 
would change the game of football. 
In Star Fox, the Super FX is used to 
rotate and scale polygons and sprites 
on the screen. For instance, you are 
flying close to the planet's surface 
Ahead you see the towers of a city At 
this distance the towers are small, but 
your speed is great and they are grow- 
ing larger rapidly Those buildings are 
created from polygons, each of which 
can be scaled independently by the 
Super FX. Now add to this scene a 
squadron of enemy ships flying toward 
you Each of these ships 15 also а uni- 
fied collection of polygons which can 
be scaled together The ships, in turn, 
may be firing missiles at you created 
from flat sprites, and those missiles are 
also being scaled as they shoot toward 
you, and when the missiles explode, 
the fiery explosions kecp growing, 
because they, too, arc being scaled by 
the inexhaustible Super FX The 
result 1s that a whole screenful of 
objects can rush toward you, simulat- 
ing incredible specd Even more 
important for the sense of 3-D reality, 
1 the speed of the Super FX’s calcula- 
tions, which are so fast that the scaling 
appears smooth and continuous 
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AROUND AND 
AROUND 





Rotation of objects 1s another spe- 
cialty of the Super FX In Star Fox, 
not only can large backgrounds be 
rotated, as with the Super NES’s 
Mode 7, but even sprites can be 
manipulated individually. Polygons 
are the most impressive of rotating 
images, however, because you can 
spin them around any axis for a true 
3-D effect. Backgrounds and sprites, 
which are flat images, can also be 
rotated, but only around a single 
axis, The difference is like that be- 
tween а 3-D object and a photo. The 
3-D object, say a box or dice, can be 
viewed Irom any angle By spinning 
the cube, you can see every side. 
With the photo, all you can ever see 
Is the one view Star Fox uses rota- 
tion effects to create 15 3-D perspec- 
live views. The star ship has free 
motion within a movingzone, which 
means you can fly from side to side 
and up and down within a limited 
tunnel area that continually scrolls 
forward. As you swing from side to 
side, the perspective changes both 
for stationary objects and enemy 
ships These objects are continually 
rotated to provide the correct per- 
spective from your point of view. 

In future games, the Super FX will 
make possible more realistic 3-D 
perspectives, as we have seen, but 
there 1s another graphic effect that 
can make just as big an impact. Tex- 
ture mapping refers to the process 
of placing picture images on a poly- 
gon. Since pictures can be incredi- 
bly detailed, the result 1s a polygon 
that looks much more lke a real 
object. For instance, the hull of a 
spaceship might be blackened by 
streaks of laser scorching, or the hull 





Three dimansional shapes actully consist of many 
polygons This cube has six sides, hut they can all 
be scaled and rotated together so they seem tn maka 
a single abject. 
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A polygon abject can ba rotated оп any of its threa axis for a true 3-0 appearance Sprites can als» ba rotated, 


but aniy on 0 singla ам. 


of a boat might show splintered wood 
and barnacles. Texture mapped poly- 
gons can be rotated and scaled just like 
regular polygons, the result of which 
can be highly realistic 3-D objects 


THE LIGHT 








One of the most difficult problems 
1n computer graphics is the represen- 
tation of moving objects with respect 
to a light source Since the Super 
NES has a huge color palette, it can 
already geoerate the hundreds of gra- 
dations of a single color required to 
reproduce light and shadow effects 
and display 256 of them at one time. 
With the Super FX, polygons can 
move and still display shadows and 
gradations on their surfaces. 

If all this isn't enough, the Super 
FX can also enhance collision detec- 
поп between sprites, calculating 
many more collisions at a time than 
the Super NES can do alone. The 
result 18 smoother action on the 
screen, The Super FX also can han- 
die an unlimited number of sprites 
per scan line, The practical result of 
that ts elimination of character flick- 
er. Even more innovative graphic 
effects may also be forthcoming 
once programmers have studied all 
the possibilities of this powerful new 
partner to the Super NES 


THE 32-BIT CD 
BARRIER 





The second new technology is the 
one everyone has been talking about— 


CD-ROM. As popular as the specula- 
tion has been that CD-ROM is the in- 
evitable game format of the future, 
many misconceptions exist about 
what it can do and what it cannot do. 
The myth about CD-ROM is that 
gamers will suddenly have a totally 
cinematic game play experience with 
unlimited interactivity. Even with 500 
megabytes of memory capacity, CD- 
ROMs can'tstore enough video, audio 
and game play for that sort of game. 
The fact is that a single CD-ROM сап 
store only 78 minutes of audio or only 


А two-dimensianal object lika a spnle cen be rotated 
only on its center axis. You can however use 
multipla objects to create ап animation sequence thal 
looks hike rotation 


five minutes of laser-disc quality 
video Even if the video is only partial 
screen and less than full motion, say 
ten to 15 frames per second, you can 
squeeze only about 90 minutes of con- 
densed video ontoa disc The reality of 
CD-ROM games, therefore, must be 
something other than bringing Holly- 
wood to your living room. 

The biggest single advantage of the 
CD-ROM format is the size of its 
memory in comparison to current 
ROM chips. Even the 16 megabits of 
Street Fighter II shrinks to insignifi- 
cance when compared to 500 mega- 


bytes But the CD-ROM has some 
disadvantages that can’t be ignored. 
Number one, CD-ROMs are inherent- 
ly slower than ROM chips ROMs ac- 
cess data at remarkable speed. CD- 
ROMs access information thousands 
of times slower, which can lead to 
lengthy pauses in game play Another 
misconception 15 that CD-ROM 
graphics are superior to the graphics 
of cartridge based games The limiting 
factor in this regard is not whether 
game data is stored on disc or ROM 
chips, but how good the console is at 
creating and displaying graphies. If a 
vidco game system can display only 16 


colors at a time, which is the case of 


some 16-bit systems, hooking upa CD- 
ROM will not result in supertor graph- 
ies. On the other hand, if a system 
such as the Super NES already has 
excellent graphics capabilities, the CD- 
ROM may allow programmers to use 
graphics in some interesting new ways, 

To date, programmers have been 
creating games for a number of CD- 
ROM systems, but there has yet to be 
a standout title that makes use of the 
CD-ROM іп truly innovative. ways 
Sherlock Holmes: Consulting Detec- 
uve from Icom Simulations may be 
the best game so far In Sherlock 
Holmes. Consulting Detective, quar- 
ter screen video sequences are used 
when Holmes and Watson are secking 
information. You also hear dialogue 
exchanges, but you can’t interact with 
the characters In Escape From Cyber 
City for the CD-I system, you can 
make choices at branching paths simi- 
lar to the old Dragon's Lair laser disc 
game. The uneven pans and awkward 
control, however, make this action 
game frustrating to play — and yet it 
Is probably the best of the current CD- 
ROM action games 

A larger category of games are car- 
tridge games that appear on CD- 
ROM, perhaps with a new audio track 
thrown in for flash Sometimes а com- 
pany will bundle а number of car- 
tridge games on a single disc to add 
value When you consider the cost ofa 
CD-ROM system or accessory, the 
cheapest of which begins at $300, the 
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The 710 Guest makes use af many cinematic techniques including live aclers raising us development costs very 


high 


tssue of quality software becomes very 
important. Is the extra money really 
worth a cartridge game with a great 
sound track and a few minutes of 
video? Until there are games that truly 
make use of the strengths of the CD- 
ROM, most game players will find tt 
difficult to justify the added expense. 








So what does a game have to have 
before it 15 worth the cost of buying 
the hardware? Most game players 
want to feel as if they are in control of 
a character or the game environment. 
In The 7th Guest, which 18 more of an 
interactive ghost story than a game, 
you are in control of your view plus 
you can point and click to manipulate 
objects, solve puzzles and gather 
information The 7th Guest from Vir- 
gin Games is extraordinary in that it 
combines smooth scrolling arumation 
with an exceptional sound track, video 
1mages, computer generated images, 
andan intriguing story. Thc 7th Guest 
succeeds at creating an atmosphere as 
powerful as a cinematic experience. 
This direction is one of the most pro- 
mising for CD-ROM 





As you might imagine, the cost of 
developing games that include exten- 
sive video footage with live actors, 
digital sound and original music 
Scores 15 very high Estimates of the 
cost of The 7th Guest range as high as 
$15 million, and at least $1 million for 
Sherlock Holmes. Consulting Detec- 
tive Even though the actual disc may 
be cheaper to manufacture than ROM 
chips, the extraordinarily high devel- 
opment costs get passed on to the con- 
sumer, which is why these PC CD 
games retail for close io $100 

At Nintendo, the engineers and 
developers have been studying the 
problem of creating a CD-ROM acces- 
sory that will truly add to the gaming 
experience. One result is that Nin- 
tendo has decided to use a 32-bit co- 
processor for ns CD-ROM player. 
Although this change delays the intro- 
duction of the accessory, the extra pro- 
cessing power will greatly increase 
what can be done with Super NES 
games Like the Super FX, the Nin- 
tendo CD-ROM is designed for one 
reason only—to provide a platform for 
a new generation of games for your 
Super NES Nintendo's philosophy 15 
to offer only products with true value, 
which means that the hardware must 
be state-of-the-art and affordable, but 
also that the games must be suited lor 
the CD-ROM, not just shovel-ware, or 
cartridge games put on a disc. What 
those games will be like 1s anyone's 
guess, perhaps a mix of types, combin- 
ing the breathless action of Star Fox 
with the exiraordinary atmosphere of 
The 7th Guest. Quite possibly this 
new generation of games will be 
unltke anything we have ever seen or 
even dreamed of before. 
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This paper model is a replica of 
the polygon object fighter in Star 
Fox. You can get an idea of how 
the polygons fit together on the 
video version of the ship by fold- 
ing and taping or gluing the 
model This model was not 
intended for Пірі! and may be 
damaged if thrown. 5 
The rear view shows haw ihe braces hold the wing sections apart The inset photo shows how pieces 3 
SS чш = шыл т=н» | and 7 fit together Tuck the flaps marked А on pece 3 inte the open rear cab әта of piece 7 







The Star Fox ship model looks as complex as 
a real spaceship, and it requires patience and 
care to assemble Be sure to take your time 
and double check each piece before cutting it 
or attaching it. 





KNOW YOUR LINES 


First, assemble the main body pieces: 1,2, 
3, and 7 The wing pieces should be 
assembled last, The diagram also shows 
the relationship between pieces 


CUTTING LINE 
n FOLD DOWN LINE 
-- JOINT LINE 

- FOLD UP LINE 






























Before assembly, identify all folding and cut- 
tung lines. Make sure cutting lines are solid and 
not design details. 
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Familiarize yourself with the diagrams 
and model pieces. Each piece is num- 
bered so you can see how it attaches to 
adjoining pieces, Also note the lettered 
tabs. These indicate how pieces actually 
fit together. To form Joints, face match- 
ing letters together. Finally, know what 
the different lines indicate. The solid 
line is to be cut. Detail lines should be 
left alone. The dotted line indicates 
where you fold down or away. The 
dashed line shows where pieces should 
be connected. The dashed/dotted line 
should be folded up or toward you. 


Nintendo Power's expert model mak- 
ers recommend using the following 
tools: double-sided tape or glue stick, 
small scissors, and a ruler. 


—Handle each piece with care and be sure to 
make folds using your straight-edge or ruler 
so the folds come out straight. 

—The tips of pieces can be bent accidentally. 
Be careful! 


When folding pieces, it is best to fold 
along the edge of the ruler or straight 
edge to keep the fold perfectly 
straight. 


The wing braces may be the trickiest 
parts to assemble. Pieces 4 and 10—the 
wing braces—form into triangles that 
fit between the main body and upper 
wing sections. Piece number 10 fits 
between pieces 7 and 8, while piece 
number 4 fits between pieces 5 and 7, 
Take a look at the 3-D illustration to 
see how these braces fit between the 
wings Notice that the long part of the 
wings extend backwards and the 
exhaust ports face to the rear 
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BEHIND THE SCENES 


Gum at Nintendo 
are important business, so 


1mportant that the in-house evalua- 
поп process is strictly limited to 
trained professional evaluators who 
are not even allowed to talk to each 
other about the games, But that 1s 
only one aspect of evaluating new 
games from Nintendo and its nearly 
100 licensee companies The second 
method goes straight to the heart of 
the video game industry—the play- 
ers. 

Ina business park near Nintendo's 
Redmond, Washington headquarters 
15 an office with a modest sign that 
reads simply, Evaluation Center. In- 
side, Nintendo gets down to the busi- 
ness of guaging how consumers will 
receive a game by having those same 
consumers take an early look at Su- 
per NES, NES and Game Boy titles, 
sometimes even games from Europe 
and Japan. Some of the games are 
finished products, but sometimes 
they are still in development That 
means that these players get to look 
al games before the mags get their 
Teview copies, except Nintendo Pow- 
er, of course If this seems almost too 
good to be true, in one sense it 15 


.. Players like you 
can tell Nintendo 
what you think! 





Tha Evalualion Сапе recrutts ali types o! Nintendo 
players to play Ihe games. You can be e greal 
player or just е beginner. 
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Evaluating games is a lot af fun for thesa lucky 
Nintendo Fans. They get to play NES Gama Boy and 
Super NES games before they come out m the stores! 


The players are selected from a data 
base that includes volunteers from 
the greater Seattle area. . only. 
That isn’t to say that players in 
Duluth or Hoboken aren’t just as 
worthy to judge the latest games. 
You might just say that they live in 
the wrong place at the right time 
So what is the Evaluation Center 
looking for in an evaluator? You may 
be surprised to learn that you don't 
have to be a power player. Players of 
all ages and all play abilities are se- 
lected. Since the purpose 1s to sam- 
ple the consumer base for statistical 
analysis, the heaviest concentration 
of players are males between the 
ages of ten and 14 That is the age 
group that buys the most games and 
plays the most hours Recently, that 
base of players has been expanding 
to include females, both young and 
adult, and adult males Game Boy 
utles, for instance, might have а 
larger percentage of adult evaluators 
than NES titles, because more adults 
have been purchasing and playing 
the Game Boy system Currently, 
the data base holds the names of 
1600 volunteers, but that number 1s 
growing every week To get on the 





The Evaluation Center 
keeps a huge list... 
over 1600 people... 


list, players must fill out an applica- 
tion and a questionaire Minors need 
to have permission from their par- 
ents or an adult, but that doesn’t 
seem to be a problem Some clever 
parents have been known to use the 
Evaluation Center as an incentive 
for players to carn good grades at 
school The questionaire ts designed 





Same ol the lougher games may taka quita a bit ol 
conceniraton te masler and these guys show tf 


AT NINTENDO 


as a video game profile of the player. 
Applicants are asked what game sys- 
tems they own, what their favorite 
games and types of games are, how 
often they play and how good are 
their playing skills The answers to 
these questions are entered into a 
data base to help with later analyses 


luation group 1s playing games, they 
may be watched by a second group 
behind a one-way window. Cameras 
and microphones are also placed 
around the room to capture the eva- 
luators' candid reactions as they 
Play The cameras can zoom in on 
anything, from the smile on a 


Honesty is the most important thing 


when evaluating a game. 


Finally, 105 time for some hands- 
on fun. Evaluatton sessions give 
players an opportunity to test-drive 
four new games within two hours 
about 30 minutes per game In a two 
week period, players aticnd four ses- 
sions, then their names go onto a 
non-active list for six months so oth- 
er evaluators have a shot at the 
games During the first session, 
players go through a short orienta- 
tion where they are introduced to the 
evaluation system and encouraged to 
give their honest opinions- For cach 
game, evaluators rate different ele- 
ments of the game such as graphics, 
sound, play control and challenge on 
а scale of one to five They also have 
an opportunily to write comments 
what they liked or disliked about a 
game Finally, there 15 а questionaire 
that measures a game’s success by 
asking questions such as would you 
buy the game or tell your friends 
about 1t? 

For every game that undergoes the 
scrutiny of players, 65 evaluations 
are completed The scores from all 
these evaluations are compiled and 
averaged, but they can aiso be bro- 
ken down by age group and type of 
player. The results give a good indi- 
cation of how consumers will re- 
spond to a game, or to certain ele- 
ments of a game. Among other 
things, the numbers can help Nin- 
tendo plan marketing strategies or 
make changes to a game 

Sometimes the evaluators give 
Nintendo valuable information 
without even trying. While the eva- 


All of this high tech 
gear ts used tn record 
the evaluators reactions 
to the games. 








player's face to the enemy boss on 
the television screen. The observers 
can learn а great deal by studying mi- 
tial player responses. Do they really 
seem to be having fun? Are they 
bouncing out of their seats or just 
staring at the screen? How far do the 
players get in a game in only 30 
minutes? This information can be 
Just as important as the numbers in 
the data Базе. 

Nintendo recognizes that every 
player has a valid орттоп about cach 
game they play The Evaluation 
Center ts Nintendo's link to the most 
important part of any video game— 
the player. At Nintendo, players 
count! 








The view from the control buath 15 enly one-way You 
can see the players but they cani see үші! 


_ATTENTION SEATTLE PLAYERS! - 


If you live in the greater Seattle area 
and would like to evaluate games at 
Nintendo, request an application from 
the address shown here Include your 
address and phone number. 


Nintendo Evaluation Center 
РО. Box 957 
Redmond, WA 98052 


it takes а skilled cperator fo run 
all of this hugh-tech gear From 
here you can both hear end sse. 
everything. Its & great place 10 
watch the evaluators play! 








E valuations of games at 
Nintendo aren't limited. 
to the reactions of consumers. 
Another important means of 
judging games is to bave teams 
of pro game players make eval- 
uations. Two groups of evalua- 
tors review and evaluate every 
game that arrives at Nintendo 
HQ in addition to these two 
groups, а team of Game Ana- 
lysts plays Nintendo and licen- 





NINTENDO PROS 


HOW A POWER 
METER IS BORN 


The eight catogory scores below for Super 
Manu World were combined and averaged to 
create the four Pawar Meter ratings 


mG .... 4.85 
йы, 

ІШ "s 
‘i 48 P4.6 
Concept/Story. . 4.3 ww 










Play Control . 
Excitement/Thrill. . . 





бо мәльом- 


see games still in development. Lasting Interest 
The comments of the Analysts & Challenge. . 4404 5 
help programmers focus on pos- . Overall 46 x 





sible trouble areas in a game 
They also suggest ways to improve games in areas like game control, 
graphics, and depth of play. 

in-house evaluations are used by many departments at Nintendo, 
but the most familiar use 1$ the Power Meters printed here in Nintendo 
Power. The Power Meter averages the evaluation scores of the two eval- 
uation groups in eight categories, which are then combined into the 
four categories of the Power Meter. Since each of these pros has played 
hundreds of games, their ratings are comparative, or based on their 
knowledge of how good and poor games can be They also take into 
account the norm for different categories of games. For instance, a 
game like chess won't suffer in its ratings from having simple graphics 
as long as those graphics are easily understood. The evaluators must 
also keep in mind what is expected from different types of games and 
game elements. In a racing game, for example, players expect to start 
slow and build up speed, like in a rea! car. Blasting off the starting mark 
at 300mph would not generally be viewed as a plus by game testers. 

Although a Power Meter may rate a game as high or low, it isn’t the 
final word. Remember that the Power Meter number you see 1s only an 
average. Some of the evaluators may have rated a game quite highly 
while others rated it as mediocre. Also, a high rating in a particular 
category may be more significant for certain types of games. An RPG 
should have a high rating m the Challenge and Theme & Fun cate- 
gories, For this type of game, Graphies and Control are secondary fac- 
tors, As you begin to make your own evaluations, keep in mind that 
everyone looks at games іп different ways. Your Personal Power Meter 
is just one of many possible results. 
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FORM YOUR 
OWN EVALUATIONS 


Use the form on the next page to 
evaluate games yourself. Make as 
many copies of the form as you need 
for your files. Fill out the top of the 
form with the correct information so 
you can keep track of what games 
you have evaluated When you play 
the game, be thinking of the follow- 
Ing categories: 


Graphics & Sound—The graphics of a 
game should add to the game ехрегі- 
ence Be sure to notice the back- 
ground as well and the character anı- 
mation. Sound includes the back- 
ground music as well as the sound 
effects. Do the sounds fit the feel of 
the game? 


Play Control— The play control of a 
game should be smooth and easy to 
control. The character should jump 
when you want him to. This can also 
include the placement of the but- 
tons. Are the run and jump buttons 
where they should be? 


Challenge The challenge of a game 
should fit the level of the player. A 
good game should challenge game 
players as well as keep them interest- 
ed 


Theme & Fun—Does the game have 
an original theme to it, or 1s it the 
same as all your other games? How 
mucb fun did you have when you 
played the game? 

After you have played the game, 
place your scores on the chart in the 
center of the form. Connect the four 
scores to make your own power 
meter of the game. 





This Power Meter is өп example of a gama with 
greal graphics, fart play contro! little challange but 
1S still fun to ploy 






Ninrenoo P OWER P LAYER'S E VALUATION Е ORM 


SYSTEM CDMPANY | 
GAME TYPE EVALUATDR 
ISSUE REVIEWED ( 
IN NINTENDO POWER 


SOAS carp M к es 









Evaluator's Comments 









POWER POWER 
EVALUATIDN PLAYER NETER 
G= Graphics 
== & Sound fy - 
Lo шы. 
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Qur agents have answered a call from headquarters to compile the 
best entnes from past Classified Information columns and to come up 
with a few new ups for this special section What follows are a load ар 
winning codes and strategies far several Super NES, Game Boy ond 
NES hits Since most subscribers olready own the Top Secret Passwords 
Player's Guide, we have not induded ony of the Stage Select Codes ond 
Possword tncks that appeor in that book. 


Bi From Agent 4226 


1-Up Bonanza 

There are several places in this big adventure where 
you can carn a ton of 1-Ups quickly and easily if you 
know the nght moves. Our agents have brought to our 
attention three of their favorite 1-Up maneuvers in 
courses that are close to the beginning of the game 


Donut Secret 2 


Climb the vine near the beginning of this course and 
release a Starman at the top Then run with super speed 
and leap to catch the Starman in the air While you're 
under the invincible influence of the Starman, run 
quickly 10 a Block near the end of the course. If you're 
sull invincible when you hit the Block, you'll release 
another Starman. Collect it and plow through the near- 
by enemies By the time you fly through a vertical line 
of Koopa Paratroopas just ahead of the goal, each of 
these flying fiends will net you а 1-Up. You should col- 
lect at least eight 1-Ups using this maneuver 


After you grab the Starman closa to 
tha beginning of the course, run 
quickly to this Block and make anoth 
ur Slarman appear 


The second Starman will extend your 
invincibility so thal you can plow 
through thasa Koopa Troopes and 


JANUARY 1993 


Vanilla Secret 2 


This course 1s loaded with Koopa Тгоораѕ Our agents 
have found a way to temporarily turn these enemies 
mio gray Coins that can be collected for 1-Ups, 2-Ups 
and 3-Ups, After the midpoint, you'll come across a pit 
of Зрииез. There are four floating Blocks above the ри. 
Walk to the cdge of the pit and hit the second Block 
from the left. A gray P-Switch will pop out of the 
Block. Pick up the P-Switch and carry it to the left 
Then drop the P-Switch between two purple Pipes and 
stomp on it All enemies will become gray Coins for a 
short time. Run to the left at super speed and collect the 
newly changed Coms By the time the Coins turn buck 
into enemies, you'll have earned from 40 to 50 1-Ups 


Walk to the edge of this prt and hit the 
second Block for a gray P-Switch 


Carry the P-Switch to the space bet 
waen two purple Pipes end drop it. 


— m - 


3 
ља вы. 


Улап you hit tha P Switch all ang Run ta tha left and coliact tha Coins 
mies wil turn into gray Coins for several 1 Ups 


Vanilla Fortress 


This underwater stronghold 1s filled with odd sca crca- 
tures. You'll encounter a pair of Bony Beetles in front 
of the door to Reznor's 
chamber Tread water near 
the door and stomp the 
Beetles whencver you 
have a chance, without 
hitting the ground You'll 
earn a growing number of 
points for cach stomp and, 


Р Tread water here and hit the Bony 
eventually, 1-Ups, 


Beetles for points and 1-Ups 





E From Agent #408 
The Ultimate Match 


News of a code that allows players to face olf with each 
other using twin lighters has spread quickly throughout 
the video game world If you haven't heard of this cool 
feature, here's how to set it up When the Capcom logo 
appears briefly belore the utle sereen, press the direction 
keys on the Control Pad and the Controller Buttons in 
the following order Down. В. Up. L, У, В When the 
cade 1s entered. a tone will sound and the title screen 
will appear with a dark blue background instead ol the 
usual black background Enter the V S. Battle mode for 
two-player simultaneous action and select your lighters 
Both players will be able to control nearly identical 
lighters with а slight color dillerence in order to tell 
them apart For the lirst player to complete his or her 
character selection, pressing the Start Button changes the 
color ol the fighter while pressing the A Button keeps 
the color the same The color of the other lighter 1s made 
to he different irom the first fighter when the player 
presses either Start or А to complete the selection 


You И know thal the code is entered 
correcily if the tite screens blue 


While ibis lago 15 on Ihe screen press 
Down,R Up L Yand& 


With this supar code you can setup в two player match using twin fighters for 
arua tast of player power 


Computer-Controlled Duel 


The twin lighting code allows battles between identical 
fighters in à two-player game Our agents have discov- 
ered a way to allow a player-controlled fighter to enter a 
battle with his eomputer-controlled twin. Variations of 
this maneuver work for Ryu and Ken. We'll explain the 
Ryu Vs. Ryu matchup first. Start а single-player game 
апа choose to control any character except Ryu 
Continue the game until the fight comes to Ryu s dojo. 


Then press the Start Button on Controller II to bring 

in a new challenger and, again, choose to control 

any fighter other than Ryu During this match ol 
player-controlled fighters, let each of the characters win 
one ol the first two battles Then, have the third and 
lourth lights end in no-contact draw games hy letung the 
time run out Alter the final match, youll have the 
option to continue the game Press the Start Button on 
Controller I, then select Ryu as your fighter. You'll Пу 
1o Ryu's dojo and battle his computer-controlled douhle. 


Fight your way 10 Ryu s dojo Then — 
brng ina new challanger trade vic 
torias und draw twice. 


When the taltle is over you will 
have a chance to continua Press 
Start on Controller L 


Your Ryu will mes! а computer con 
trolled Ryu in а showdown 


This new fight wil be sel lor Ryu $ 
dojo Choose Ryu as your fighter 


The setup lor the Ken Vs. Ken match is similar to that of 
the Ryu Vs Ryu match Start a game with any character 
other than Ken, Once at Ken's stage, press the Start 
Button on Controller И to bring in а new challenger 
After the two fighters trade victories and draw the last 
two fights. you'll have the option to continue the game 
Press the Start Button on Controller If (not Controller 1 
as in the previous maneuver) and choose Ken as your 
fighter In the Player Two position, your character will 
challenge a computer-controlled Ken look-alike 


А Коп $ dack stage fighi a draw 
natch against а new challunger 


When you are given the ophion 10 
inue press Start on Controller II 


The march will be set up for Ken s 


Using Controller II you will battle а 
dack. Choose Ken as your hghier 


computer contralled Ken twin 
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From Agent #408 


Orense 


‘> Ре 


Special oftensive moves that can be made by four of 
the Street Fighter H challengers turn out to be good 
defensive moves when used against the flyin nic 
Boom. Yoga Fire and Ha Dou Ken attacks. These fight- 
ers are Ryu, Zangief, Dhalsim and Chun Li. Take a 
look at the tips below for all the right moves. 


Prass Right Down than Down and 112 ‘з гаа Punch Buttons 
Right along wilh а Punch Button ta eausly to send him spinning 
pull off ihe powerful Dragan Punch luda the Some Boom 


DHALSIM CHUN LI 


— рр — 


т т 
ie 
A 


Press Down and hit a Kick Button to 


slide under any arrhorna attacks ress Up end press a Kick Bi 


You пой Hurncane will blow 
away the attack 


E From Agent #303 


Farmina 
The Faceball 2000 pros have developed a Cyberzone 
technique called “Pod Farming" which creates Power- 
Up-carrying Pod Drones. In any area thal contains 
Yellow Smiloids or Gremlins, one Pod Drone will 
appear for every easy-to-defeat character thal you touch, 
By firing on the flashing Pod Drones that appear, you 
can earn armor, Coins and life-repienishing Power- 
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Run into low levi 


g The enemies will disappaar but 
Mr meter ts full М 


They wont count as “lags 


Pod Dri 
items when they re gone 


Loak for flashing Pod Dronas and hit 
your weapon 


Here's how to instantly increase the power ol your Pod 
and select as many as 99 lives in reserve When the 
starting level selection screen appears, press and hold 
the L and R Buttons, then press the Start Button The 
game selup screen will appear Adjust the options on 
the screen 10 your liking, then press the Start Button to 
begin 


The Game Boy version ot Faceball 2000 includes а 
game option called Cyberscape which challenges you to 
f xits in Smiloid-filled mazes The Super 
NES version offers a more action-onented game called 
Cyherzone Our Faceball 2000 contacts have clued us 
їп on ч way to choose Cyberscape on the Super N 
version of the game as well When the screen which 
allows you to choose the number ol players appears, 
press and hold the L and R Buttons along with Left on 
the Control Pad, then press the Start Button. The inter- 
face screen will appear. offering Cyberscape as an 
option! 


Press and hold Land R Then press Press and hold Land В Then press 
Start Star, 





Bi From Agent #711 
Longer Lifeline 


Our agents have ound a way to max out your ІМейпе т 
Stage Three of Prince of Persia for the Super NES This 
Persian prison stage is made up of two large sections 
By collecting the pair of lifeline-extending Bottles т 
the first secuon and making your way to the second 
sectton, you сап earn а password which accounts for 
the longer lifeline and marks your starting position at 
the beginning of the stage When you re-enter the game 
via the password, you can collect the Bottles again and 
earn another password when you reach the second sec 
ion Continue this pattern until your lifeline ıs at the 
desired length or at the maximum of 15 Bottles. Our 
agents warn that collecting both Bottles and exiting the 
first section requires at least two-and-a-half minutes 
Don't spend too much time with this trick, or you won't 
clear Stages 4-20 tn the allotted time of two hours 


Rune e gh 
Stage Three 
the first Bot 


ux LEY Mung of 
nd battia a skeleton for м left and climb up this hidden ledge 
Then run to the night. 


Jump ир and hit the caring in this 


Once the ceiling panel rs gone, you 
area You | knock out a loose panet t 


м ei imp up !o à hidden ledge snd 
climb into an out of the way room 


Step carefully through the blades in 
this chan and drink from the sec 
1 Bottle 10 extend your lifeline 


Cross the large gaps 10 the second 
part of Slage Three, then r 
your ne tended 


= 


Bi From Agent #312 
Ships-A-Plenty 


By keying in а quick and easy code, you can muluply 
your ships in reserve nearly tenfold. When the tlle 
screen appears press and hold Left on the Control Pad 
and press the A Button three times. Then press the Start 
Button. You'll begin the game with 29 ships in reserve 


a 
Press and hold Left then press А 
threw times and press Start 


Extra Credits 


While the title screen for this space adventure is show- 
ing. yOu сап increase your credtt total by pressing the X 
Button quickly and repeat- 
edly You should be able 
to build up the total to as 
many as eight credits 
When the credits are up. 
press the Start Button 
before the title screen dis- 
appears, or the credit total 
will go back to four 


t all those stips'n roservel 
wu It go for with this fluet 


Press X quickly and repeatedly 10 add 
toyour credit totei 


Instant Power-Up 


In the tradition of the other Gradius games, you сап 
earn Power-Ups instantly in this game through a special 
code In the middle of the action, press the Start Button 
1o pause the game, then press the Control Pad direction 
keys and the Controller Buttons in the following order 
Up. Up. Down, Down, L, В. L, R. В, А When you 
press Start to resume the action, your ship will be load- 
ed with extras 


Pause the selon ano press 1) 
Down, Gown LR LR B A 


Your ship wi 
Field, Орбопѕ snd extra speed 
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E From Agent #312 
The Konami Code 


The programmers of Konami games created a long- 
standing code which makes tor specsal circumstances in 

zames In order to enter the code, you must 
press the Control Pad direction keys and the Controller 
Buttons in the followmg order Up. Up. Down, Down, 
Left, Right. Left, Right, B. A, Start. You can use this 
code to your advantage in the games listed below 


Key m the Konami Code when the 
Contra title screen appears. You'll 
begin the game with 30 fighters in 
reserve Thirty more fighters will 
appear when you continue 


By entering the Konami Code on 
the LifcForce utle screen, you will 
extend your ships in reserve to a 
total of 29 You'll need the extra 
support sn challenging areas 


In the midst of the action. press 
Start to pause the game, then enter 
the Konami code Your ship will 
be loaded with special Power-Up 
tems. 


Nemesis 


The Копа! ode does lor Nemesis 

what it does for Gradius. Pause the 95 
game. enter the code and blast i 
through space with extra weapons * 


pg *2* 


T.M.N.T.—Fall of the Foot Clan 


In this first Turtles adventure for 
Game Boy. get a one-time energy 
recharge by pausing the action and 
entering the Konami code Your 
energy meter will be full 
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From Agent #010 


For this Contra sequel. 4 new code was created which 
allows Tor ten fighters in reserve When the title screen 
appears press the Contro] Pad direction. keys and the 
Controller Buttons in the lollos order Right. Left. 
Down. Up. А. B. Start When the gume begins, you'll 
have extra fighters 10 use in a pinch 


mani" 98 


Yos ls rt 
behind you 


ho game with te 1 


№ From Agent #614 


If you're ured of falling into Tom s mousetraps. there's 
а way to give yourself unlimited chances to foil his 
mischievous plans, The game has two title screens. 
Make sure that you hey in the following code when you 
see the screen that shows an illustration of Tom and 
Jerry. Press the Control Pad direction keys and the 
Controller Buttons in the following order Right. Right. 
Up, Left, Up, Right, Down, B. A. Select. Then press the 
Start Button twice to begin the game. The meter at the 
bottom of the sereen will indicate that you have 99 lives 
in reserve. The number will never decrease, even when 
It appears that you've lost a mouse! 


Right Right Up Lekt Up Right — Whe 
Down. B, A and Sel unlin 





SUPER} 


SEYIHUNTERI 


W From Agent #002 
Extra Car Roulette 


With a little luck, you сап begin your Super Spy Hunter 
mission with 12 cars in reserve When the ntle screen 
appears, press and hold the А, В and Select Buttons, 
then press the Start Button А series of numbers will fly 
by like the numbers оп a roulette wheel. When the dig- 
Iis мор moving, the number in the center of the screen 
will indicate how many cars in reserve you have been 
awarded The highest number on the wheel is 12 Keep 
trying until you've reached the destred number of cars 


Pres 9J hold A Bava Se 
title scroon Then press Siart. 


hat appears ол 1 
many cars you will sta 


From Agent #740 


Formula One Slots 


In another fast car/game of chance Пе-іп, this Formula 
One racer features a slot machine event before the 
Monaco race if you know the secret word Change your 
racer's name to "CASINO" before you reach Monaco 
Just prior to your Monaco race, you'll step unto the ЕІ 

ROC Casino and play Slots for extra cash. If you want 
a guaranteed $10,000 to invest in your car, you can 
change your racer's name to "SETAUSA" at any point 
inthe game You'll start the next race with a very large 
account 


Race into Mona 
your monik 


у th CASING as Yau Il cash in with F} ROC super 51015 


(14 


% 
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№ From Agent #289 
Configuration Mode 


You can increase your chances for success in this Game 
Boy adventure by keying in a code AL the title screen, 
press Down on the Control Pad along with the Select 
and B Buttons, all at the seme ume The Configuration 
Mode will appear In this mode you can change the 
number of hits Kirby can withstand, add to the number 
of lives in reserve, and listen to the sounds of the game 


<2 


wee 


HL 


CONFIGURATION MODE 


PVITAL: 900200 
KIRBY: 05 
SOUND TEST 


TORY. IND. ^ Extr 
NINTENDO - ~ “ 


Press Down Select and В atthe tar the ophon packed 
ums tim ation Mode 


E From Agent #920 
Bonus Game Select 


There are several arcas in this adventure where you can 
play a bonus game to earn an energy recharge You can 
practice these games before you start playing by keying 
in à code on the configuration screen Press the А, В 
and Select simultaneously. A question mark will appear 
in addition to the five stage choices. Select the question 
mark for the option to play any of the bonus games 


>) ate [ CONFIGURATION | 
э; 


STAGE 4 STAGE z 


Press А, B and Select at the seme The question mark triggers banus 
tme game choices 


to the space to enter a bonus 
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As wicked Worio reigns over Morlo Land, our 
Koopo-crushing hero seorches for the Six 
Golden Coins in а quest to recloim his king- 
dom. Whot Mario moy not know Is thot there 
ore six secret oreos hidden in the zones of 
Morio Lond. This Super Power Club article 
reveals the locotions of these speciol treas- 
ure-filled stoges. 





hidden exits lead. to secret stages in the outskirts 

of five Mario Land zones You'll discover Power-Ups, 
1-Ups and Cotns-a-plenty in these long forgotten lands Their 
locations are shown in the pages ahcad 


T ake a tour of the underground and find out how six 




















The sunken sub m the Turtle 
Zone 1s a maze of Pipes and nar- 
гом passages Weave your way 
through the maze and avoid traps 
to reach the hidden exit to an 
island off the Mario Land coast | Кш 


гё sherp spikes guard this 





waterway Be carefull 






A powered up Мало | When you reach the 
cant lt ia this very sacrat istand singe 


narrow hidden tunnel М g^ 3 youll see that Wano 

үш van і reach the has spelled hs name in 

ether side and move on Bfocks You can turn the 
| ш 





to the seceut slage МГ into an "M" ty 
youll have to cul our jumping а the right 
hero down ta size places. 


- m 
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Break Iha Blocks thal obstruct 
thus Pipa wilh Fireballs or a 
spinning jump 




















Solve more Mario Land 
mysteries There are 
doors to secret stages in 
two Pumpkin Zone 
courses. You'll find them 
by exploring out-of-the- 
way areas and using spe- 
cial Mario moves Once 
this pair. of secret stages 
has been cleared, the 
markers on the Pumpkin 
Zone map will produce 






You'll ancuuniw 
this paol shorty 
after you ring the 
midpoint Beil sn the sec 
ond Pumpkin Zona stage. 
Sink into the water and 
seek out a secret stage 

































Pick ор a Carrot at the beginning of 
ttus staga and fly through ә cloud at 

















: k Cons 
menacing spooks Avoid the spooks as үш 
crass thes gap or үші ; 
be grounded | 
"c ] 


- ӚЗ, |I 
\ к [ага [а (Бей. | 


\ SEES 





| The ledge high above the 
бөзі in the turd Pumpkin 
Zona course leads W a 1 
Up packed secret stage. 

You can reach this spacial o 
апа by jumping from tha give you the clue thal я —À 
stars and pals w ihe 1 There 1s samething By breaking tha Blocks т this secat 
ledga as Bunny Mano t^ | special above 1һа Goal siege you can collect several 1 Ups 


Thus Coin arrow should 
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As Bunny Mario, you can reach a special exit in the 
second Tree Zone course where it branches off into 
tbe roots and tall grass. If you don't have Bunny Ears, 
look for a Carrot m a very deep section of the stage. 
Take the Carrot, then backtrack and scarch for the 
area pictured below 






The Pipe on the other 
side of thas gap 15 
your goal Jump into 
the gap as Bunny 
Mano then йат 
across the gap and 
walk inta the Pipe. 
















When you елін the Tree 
Zone secret stage, you | 
sncounter en ermy of Koopa 
Troopes. Smesh them and 
toss their shells. Then look 
lor the stege s two 1 Ups 























By walking through the hidden exit in the first course | 
of the Macro Zone and clearing the secret stage, you ] 
can skip directly to the final course You'll be facing | 
the zone’s leading rat in no time Stomp it three times 

and claim the Macro Zone Golden Coin. | 


ШШ 


3333 1311322091 
t dr 


1 
Make your way to the 
area pictured with 
Fiery Mone and jump 
up to reveal а four 
Block platiorm 

| 


Ни the Blocks below this Pipe with Fireballs 
and move up into a hidden aree 
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You'll rocket to a secret stage in the first Space 4 
Zone course by finding a way to float to an exit high 

above the Goal. Your spacewalk begins right after the | 
midpoint Bell. Jump up to reveal hidden Blocks, then 
follow a floating Coin trail to the exit. 




















2 





LEE kl 


Coins and 1 Ups are abundant 

an this [pw giawty secret stege 

Collect what you cen then float 
te the exit 


agaga 
A E PE 


a 


You II find a hidden Block shortly 
ани you ring the midpornt Bell 
Jump onto the Block and 
centinue угш climb to the Coins 


The Blocks directly above 
the Goal cen be broken, 
but they dont hide items 
or an exit 








Dear Friends, 


Mario Land is (ull of surprises and 
special items. Take your time and 
explore all of the courses and zones 


carefully. Vour Pal 
94 
Mario 
















The action in this secret stage scmlis 
avtometicelly Mave quickly and watch 
for falling platforms 
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SAN JOSE SHARKS 
ші РНІ2Е: 


В Win а trip to San Francisco to 
see the San Jose Sharks take 
on the LA Kings 


Ө Take to the ice and take 
a slap shot with the Sharks 


Ө Take home a hockey 
stick autographed by 
the pros 


@ Visit Electronic Arts 
and meet the designers 
of NHLPA Hockey '93 















Please enswer the following questions on the postcard provided below, then enter ош Player's Poll Contest by sanding it in! 
D. whet kind of gemes do you most ІКе to see 


А. How usetul le tho дате date now included In Now 


N 


Playing? reviewed? 

1 [like to read the ratings and find out about game 1 Action 
memory betore | decide to buy a game 2 Adventura 

2 The data 15 interesting to read. but it doesn't Influ- 3 APG 
ence my game purchases 4 Sports 

3 dont understand the data 5 Puzzle 

4 Idont read the data E. How old ere you? 

B. How often do you send in your Pleyer'e Рой card? 1 Under& 3 12-14 5 1824 
1 Every month no matter what ће prize is 261 4 1517 8 25 or older 
2 Moslotthe tima F. sex 
3 ҚЫШ à while only when і really want the prize 1 Mala 2 Female 


C. Which of the following would you like to see ín future Iseuse? 
1 Моге technical artcles 3 Comics 5 Ап contests 
2 Stones about readers 4 Puzzlas and quizzes 
Please use Ihe game titles on the back of this card to answer the lollowing questions. 
С. Pieose indicate, In ordor of preference, your five favorite Super NES games. 
H. Please indicete, in order of preference, your tive fevorite бете Boy gemes 
|. Please indicate, Іп order of preterence, your tive fevorite NES gemes 
d. Trivie Test Is Samus Aron e man or e women? 


oe 


. Answers to the Player's Poll - VOLUME 44 




















СІН 








| G. Indicate numbers 1-74 (from liston back of card) 12 3. 4-5 
Í Н, Indicate numbers 75-126 (from list on back of card) 1. — 2. — 3. 4. 5. 
: (from list on back of card) 1. 2 3 4. 5 


| toe _— _ Tel -- 
1 Address E a 
озу. State Zip — 
Membership No Age —— 
Please answer by circling the numbers that correspond to the survey queations above. 
А. B. C. 

12 3 4 16234 ПЗ 4 5 
D. E. Е 

UEM 8 | EOS ае i o2 
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GONE TONER 








Did you know that you can get 
back issues of Nintendo Power? 
Or special Tip Books designed to 
make you a Power Animal? Well, 
you can! Just fill out the other 
side of this card. 


So what are you waiting for? 
Fill it out. Detach it. Mail it. Here's 
the address: 
Nintendo Power Magazine, 
P.O. Box 97032 
Redmond, WA 98073-9732 
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P.O. BOX 97062 
REDMOND WA 98073-9762 





















































(эта us Canaan 
Шеп 59а оша] Меш қа [o 
жна Уште 28 (hy Эл), Ұз о 
BACK ISSUE / TIP BOOK [epic 2 | 
Volume 23 (Бе 97) PE % 
Volume 29 [oc и) E] юю 
ORDER FORM Venue бө 31) E % 
Yeume 31 (Dee 31 ЕЧ % 
Velume 32 цат 32) E 19 
үйеді 5 E] кш 
It you missed these classic Nintendo Power issues, don't miss out now! 3802 Youre eee = 55 Ес 
Рпсев listed include the cover price plus the cost of shipping and handling казын youre: ыш % M xA 
Yeioma 36 [oov ча) Ио жш 
Voima 30 Au 32) Be я 
БІЛЕ £2 | ES 
wm 
— ммм gs Eso 
Mes Salva isih Еш ES 
Sat Vol 20 25 E777] 12600 
Strategy Guides 
rl tig те БЕ; Super Maris Вла 3 Ма 13) рю 
с De же ЕСЕ! 
аты; 
Proce Membership Ко EI A Payar Exit Vol тй йз t] H 
Please check method ot paymant Tip Books 
_ Check or Monay Order MasterCard Misa жез Tha Logan ut Zelda Tias and tac ин са $ 
(Payable to Nintendo) Hew HI st Super Mano Bros Be Lj H 
Payers Guides. 
gui МЕБ Game Atas ELT. ю В 
ажа Game Boy 9 00 Н 
IET ET E te NR i 
Б ы дық ES Anke he Fan NEW ЕЕ i 
6: 225855 __ Pasaword Back зоо 5550 5 
Cardholders Signature. Teiephone No 


Washington State renanie acd А 29%, salen tas [тшу sublets) by 082} Otter vated  Subiotal $ 
‘while supphos last! Allew vx te sight weeks for delvery Erciess ths cand abng wih Ye баас Тах $ 
‘payment or cei card intermation in а stamped envelope are! mpi them be 1ye дігін 

Nintendo Power Magazine РО Бол 97032 Radrend WA 89073 9732 тош) 5 





Cardholders Nams 





eu CR ашышы CE CÓ CE E E C3 EE E E LL EL EI 





LNHLPA Hockey '93 
Game Paks from 
Electronic Arts 


















THIRD PRIZE: 












e %/, апа 50 Winner: 
Authentic Sharks’ t» Nintendo 
jerseys—with Power 


T-Shirts 


your name 
printed on SS / / 
the back! 


OFFICIAL CONTEST RULES 


To enter, either fill out the Player's Poll response Chances of winning are determined by the total number 
card or print your name, address, telephone number, of entries received. The ratio of prizes. to entry cards 
Vol. 44 and the answer to the trivia question on a plain distributed 1s 61: 1,000,000. No substitutions of prizes is 
3 1/2” х 5” card. Mail your entry to this address: permitted. All prizes will be awarded, To receive a list of 
NINTENDO POWER coal our roquerl ы | 
PLAYER’S POLL VOL. 44 GRAND PRIZE TRIP: Nintendo will provide tickets to 
P.O. Box 97062 an LA Kings/San Jose Sharks game and arrange aur 

= travel and accommodations for the grand prize winner 
Redmond, WA 98073-9762 and one guest. If under 18, the winner must be accom- 
One entry per person, please. All entries must be post- panied by a parent or legal guardian, The winner must 
marked no later than February 1, 1993. We are not also provide wnitten release to Nintendo of America Inc 
responsible for lost, stolen or misdirected mail. On or Estimated value of the grand prize 1s $3000. Exact date 
about February 15, 1993, winners will be randomly of the trip is subject to final determination by Nintendo 
drawn from among all eligible entries. By accepting their of America Inc and to accommodation and airfare avail- 
prizes, winners consent to the use of their names, photo- ability, Some restrictions apply This contest is not open 
graphs, or other likenesses for the purpose of advertise- to employees of Nintendo of America Enc , their affil- 
ments or promotions on behalf of “Nintendo Power” tates, agencies, or immediate families. Void where pro- 
magazine or Nintendo of America Inc. without further hibited by law. This contest is subject toall federal, state, 
compensation. Prizes are limited to one per household. and local laws and regulations, 
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In the first Tap 20 af 1993, Kirby's Dream Land made a skyrocket leap ta the tap af the Game Bay 
chart. Street Fighter I and Super Maria Bras. 3 bath hald an to the tap spats inta the new year. It 
laaks like it’s gaing ta be a HOT yearl 






























(ИЕ АШТА: тау scs manm 
The hit game from Capcom | т) F- ZERO 
| POINTS ч ton The Een too prent (8 20.) THE SIMPSONS: ur swerm 
т MONTHS poss ( 3 471 | MARIO PAINT 
CHR ТЕ LE (НЕ-Ш 10555. SUPER CASTLEVANIA IZ 
POINTS EXP... Или 
Rennes bs m Bof the RES, games (12 51) SUPER PLAY ACTION FOOTBALL 
13 MONTHS _ 0202 Го 13 rents CONTRA TIE пенни 
ET SUPERI MARIO KART 1425 клава 
| POINTS ко зо (15 5 266, FINAL FIGHT 
s 2 (E т MD ш ae позага (46 (16 22%) SUPER STAR WARS 
ү E MONTHS 4 лан ЖО Ны > (17 2%) TOP GEAR 4 
(TMNT I: те FINAL FANTASY TI —= JTHE ADDANS FAMILY | 





The Turtles have fall- 


You must defeat the 


en into Shredder's evil powers that are try- 
9,190, Time Gate Time to 6.194 ing to rule the world, 


stop pulling punches! 
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before all 1s lost 


- SUPER GHOULS 'N GHOSTS 
205%) MAGICAL QUEST STARRING MN MOUSE 1 
= 





E occa ilie charts this 












2 БЕШЕ | Н апа fun make it a winner 
11,098! SUPER | ‚В MARIO LAND 
POINTS : sven ha ah 

(В момтне) | ы M Mariot quica ai өле 
8,162| METROID Ш: "sis" 
POINTS pi AH 





ы a Ws great power get her to 
(13 MONTHS 
T DR. MARIO 


He still has the cure. 


month, 


BATTLETOADS т 








in} ning for the top spot 
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the top? We'll see next › 





m. "d [ month This game's action (8 
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A hot game with froggy 
Don't let this cure miss action, The Web-footed =" 
5,203 you, cause the doctor is 4,984 Warriors are т the run- 


2007 
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- PRES | THE SIMPSONS: ени оооп 


) FINAL FANTASY ADVENTURE 
TETRIS 


| BATMAN: ветен oF TENA | 
SUPER MARIO LAND 2-s nner cons | 
) FACEBALL 2000 
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| This Mario guy 15 every- 
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POINTS =ý puer UR Seto il 
а оп top of the charts, 
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| im Jen | time this all-time favorite | 
52 MONTHS) i A к . Go get that evil Ganon, 


P D BATTLETOADS (^ — FINAL FANTASY 


The Web-Foots are 


! The Fantasy that started 


g hard m their it all off The four 
6/082 ЖАШ 5,880) 
POINTS top hit thriller This (POINTS stongest adventurers are 


game is tough to beat! 


out to save the world 
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fs TMNT Ш: tre Инн paoveet 
MEGA MAN IV 


ZELDA T: тнепоментиве oF Line 
CASTLEVANIA ЇЇ: эни соте 
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PLAYING 


LOOK FOR THESE RELEASES SOON 


stages In all, there are seven kingdoms with up to 107 
interior rooms 


SONIC BLA 





АМ 


Company . Taita 
Suggested Retati Price. “Not Avaitable 
Release Date ` February 1993 





The Hero of Justice knocks heads and boots backsides 
with an incredible array of punches, kicks, spin moves 
and super hero techniques. See the review in this issue for 
photos and game play tips. 


Е The great moves make this game a kick Many moves are accom- 
ратеа by sound effect balloons just like in comic books The option 
screen, which allows you to set your number of lives (up to seven] 
and difficulty level, makes it possible for both novices and power 
players to be challenged 





Although the setting end enemy characters change from stege to 
stage, the basic moves used by Sonic Blast Man remain the same 
throughout Enemies can hit you even though they ere off-screen 
and invisible 











Company Есу 
suggested Refait Price. 55499 
Release Date .. © February 1993 
Memory Size. . .8 Megabits 
Game Type dventure mazes where you must solve and 





survive the riddles of each room 


If you enjoyed Solstice (NES) or Altered Space (Game 
Boy), you're sure to love Equinox. The long-awaited title 
puts you in a big world with lots of mazes, rooms and 
danger. This issue's review covers many of the carly 
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E Great graphics, animation and music will be the first things you 
notice about Equinox, and throughout the game the richness of the 
on-screen world adds to the дете The room puzzles ere complex 
and often require agility, petience end ingenuity to solve 


The angled screen perspective can make cheracter jumps both 
difficult and frustrating The number of hiddan doors and secret 


blocks means that you must try pushing and kicking everything in 
every room, which takes в lot of patienca 


THE MAGICAL QUEST 
STARRING MICKEY MOUSE 





Company... du ..Capcam 
Suggested Retail Price .. Not Available 
Release Date . January 1993 
Memory Size .. т 8 Megabits 
Game Type Cartoon achon with Mickey Mause 





Capcom and Disney have created a graphically stunning 
game starring the world’s most famous rodent. Mickey 
Mouse rescues Pluto from wicked Emperor Pete. See all 
the magic in this month's expanded coverage of this 
Super NES masterpiece 





The graphics really stand aut, but the game is just as solid as you 
would expect from Capcom Mickey manipuletes blocks, changes 
clothes, jumps, swims, climbs and squeaks 


| if there ва nagative in this gama, rt might ba that it ıs too easy on 
the Normal mode Only on the Hard mode is it a rael challenga 


Company P «Activision 
Suggested Retail Price Not Available 
Release Date February 1993 
Memory 5ге. 20..... “ s. 4 Megabits 
Game Туре. —. Mah-jongg tile matching game with 13 layouts 


So what exactly 1s Shanghai? It's not exactly a puzzle and 
at isn't really a strategy game Each tile in the Shanghai 
stack has a character on its face and the only way to 
remove it 15 to find another open Ше with the same char- 
acter showing Eventually you will reduce the stack, then 
move on to more difficult formations 





The greatest innovation in this game 15 the option to change tile 
sets Instead af the difficult-to-recognize Mah-jongg symbols, you 
can salact easily identifiable symbols such as national flags or sports 
poses The complex stacks and deceptive simplicity of the game 
make Shanghe IL one of those games you Just can't stop playing 


Some of the character sets, such as the Meh-jongg default set, 
are awkward to use because many of the characters resambie each 
other Also, the 3-0 view doesn't always clearly show which tiles are 
on top or closed in 


SPINDIZZY WORLD 





Company E: ~ ASCIE 
Suggested Retail Price. es $5995 
Release Date м February 1993 
Memory Size. — 4 Megabits 
Game Type. Maze action/puzzle Іп 32 levels 


Spindizzy World is a complex puzzle/action game that 
makes nuclear physics look like child's play The com- 
plexities of the many levels and warps can really make 
you dizzy. As 4 spinning top, you have a limited amount 
of fuel with which to complete a world Obstacles like 
hills and platforms make moving around this geometric 
world very tricky, and if you fall off the edge, you'll lose 
some of your fuel Some stages have encmies that you 
must evade, like the voracious Pak Attack critters. 








Controlling the “Top” vahicla feels natural and the 3-0 graphics 
really seem to have depth. The game also has depth of play in its 32, 
Increasingly difficult worlds 


The most difficult, and troublesome, part of the gama is et tha 
start when you heve to choosa various options The selection pro- 
cass makes very little sense 


HUCK ROCK 





Company. . — Sony tmagesoft 
Suggested Retalt Price . ыы “ы % 
Release Date. > .. January 1993 
Memory Sze ч 8 Megabits 
Game Туре... Side-scrolling comic action 





Chuck Rock is a big-bellied hero from the dawn of history 
who has a handful of troubles. His only defense against a 
wide world of strange eolithic foes is his stomach. Не 
docsn't eal the creatures, he bumps them with his potbel- 
ly. Chuck 15 an expressive, low-brow kind of guy. There 
are hidden ar and items to find everywhere in this 
graphically whacky but cool world. 

















The graphics and enmation are зураг, aspacially tha many outra- 
geously weird enemas 


The game play is very basic—jump and bump, levels and bossas. 


E BRAINIES 





Company. . .. Titus 
Suggested Retolt Price. m 54 99 
Release Date .... .. . Februory 1993 
Memory Size. oos. 4 Megobits 
Game Type. -- . Moving character puzzle 


In The Brames, you must think and act fast to place the 
characters on matching color goals within a short period of 
lime. That may sound easy, but the puzzles soon become 
complex and require many moves to achieve your goal. 
Since tme is also a factor, you'll have to identify the prob- 
lem quickly, then act with speed. The Brainics themselves 
are a bunch of furry troublemakers who mess with your 
bram. In all, there are 100 levels of play and passwords to 
take you back to your highest level of achievement. 











Puzzle lovers will enjoy a different type of challenge than Tetris 
Quicknass 15 important, which makes the game more challenging 
The 100 levels should keep players busy for quite a long time 


Е The demo display of each level that eppears bafora you begin the 
level doesn’t allow you enough time to identity your goals before the 
clock starts counting down Also, the cursor doesn't always click off 
when you prass the Controller 
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Company Брест Holobyte 
Suggested Retall Piee . $5498 
Release Date ` Jonuary 1993 
Memory Size.. е -4 Megabits 
Game Type Teiris-type w: spelling puzzle 


As the letter blocks fall, you must arrange them so they 
spell words of up to ninc letters. If you don't spell any- 
thing, the blocks start stacking up until the screen is full. 
To make things interesting, bombs and acid can destroy 





letters that are іп the way. The levels quickly get mind- 
bendingly difficult 





The challenge of this game is exceptional and tha dictionary of 
50,000 words catches all but the most obscure verbiage 


E The speed of the falling blocks increases too quickly between 


levels, so that by level F or G, it is almost impossible to keep up with 
It 


Company. . Vie Tokoi 
Suggested Retail Price Not Avallable 
Release Date. . . Jonuory 1993 
Memory Size. 8 Megabits 
Game Type ‘Vertical: -scralling shooter 





This arcade-style shooter puts you ın the role of a giant 
attack robot fighting against the evil master robots. 
There's nothing new їп the theme or play, but it is а good 
example of this genre of game 





Unlike many vertical shooters, Imperium gives you e Life Meter, 
allowing you five hits before you're destroyed You also have the 
option to use diffarant weapons, including a salvo of powerful mis- 
siles. 


El A number of the enemies match the color of the backgrounds, 
making them difficult to see and blast. 


CHESTER CHEETAH 














Company ce -..-. Kaneka 
Suggested Retalt Рос Мой Avaliable 
Release Date. January 1993 
Memory Size. n .8 Megabits 
Game Type .. Side-scrolling oction platform game. 


Chester of Frito-Lay fame 1s the coolest of cool cats and 
the funkiest of funky felines. He's too cool to fool. He 
hops and bops to his own rhythm in a psychedelic world 
while tracking down Righteous Kitty, who 1s being held 
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captive Chester uses his tail as a weapon, bouncing off 
enemies like a spring-loaded Tigger, But that’s just the 
beginning. He can jam on guitar and blow the bad guys 
away with his sounds. The other animals in Chester's 
world are also pretty with it: turtles on roller skates, dogs 
on steamrollers, fish with sunglasses. 





Я Top rate animation Cool Power-Up tams like guitars and shades 
Some challenging jumping action Great music 


Я Many of the enemies require multiple hits, which really slows 


dawn the action The hit detection 15 very sensitive Even if you are 
slightly off-center when you stomp an enemy, you will take a hit 













Company... . n Mindscape 
Suggested Retoil Pree .$64 95 
Ве!еозе Date "February 1993 
Memory Size.. » 8 Megabits 
Game Type Fantasy action 


You are the toy of the gods, thrown into a maze from 
which mortals never escape. In true barbarian fashion, you 
must attempt to battle your way past a host of hideous 
beings for the amusement of the diabolical deities The 
most interesting part of this game may be Ив Artificial 
Intelligence The game can detect when you’re having 
trouble, and it will give you саясг challenges and puzzles. 
On the other hand, if the game detects you cruising 
through the stages, И will throw greater challenges in your 
path. There are three cities each with multiple levels, 
making the game fairly deep. Euro-action fans voted this 
one a winner as a PC game. 


With its special AT, this game should prove to be a challenge for 
everyone Great looking monsters make up for repetitious back- 
grounds, 


Я Some players may find the controls awkward at first. Instead of 


having a jump button, you press Up and either Left or Right on the 
Control Pad 





Campany ----- . Capcom 
Suggested Retail Price Not Avoilobie 
Release Date. ... .. .. . January 1993 
Memory Size... .. 4 Megobits 
Game Type.......Rabotie hera side-scrolling aetian In ten + stoges 


Mega Man is back again. An army of robots led by the 
mysterious Protoman is bent on destroying the world. 1s 
Protoman the leader, or is a more wicked scientist behind 
1t all? Read this month's extended Mega Man review to 
get the big picture. 


As in the previous Mega Man gemes, the control is outstanding. 
The variety of weapons is es inventive as ever The graphics are 
great and the enemies are cool 


Unless you'd just like to see more variety in the game play, char- 
acters or story, thera’s rally nothing bad about this gama 


Campany.. . я Тайа 
Suggested Retail Price Not Available 
Release Date . „February 1993 
Memory Size .. . . 3 Megabits 


Game Туре. Comic action, based on the classic cartoon fram 
Hanna-Barbera 

The firs! NES action game starring the Jetsons includes all 
the famous characters from the TV cartoon and lots of 
new enemies. This month's review takes you behind the 
scenes 





Excellent graphics and good gama control make this game very 
inviting to both action and cartoon bufís The designars also added 
some fun tidbits like the Antigravity Button that flips your perspec- 
tive 


There is no way to skip through the dialogua balloons that you 
encounter throughout the game, and that slows things down 


Company Tradewest 
Suggested Retail Price .. Nat Available 
Release Date. ы „January 1993 
Memory Size... ..... È +2 Megabits 


Game Type Overhead view, caurse racing with custamized 
vehicles. 

The sequel 10 В.С. Pro-Am was programmed by RARE, 
and it's a rare treat indeed Excellent control. money 
prizes and upgradeable vehicle components send this 
game first past the checkered flag. 





Е Being able to choose the items you want to boost the power of 
your vehicla adds an element of strategy to the gama 


Some of the enemy vahicles that appear, like Ihe airplanes that 
drop bombs, give you vary little time to adjust and dodge The rasult 
Is that you can losa a raca without doing anything wrong 


Company өте i . Jaleca 
Suggested Retail Рпсе Nat Available 
Release Date . January 1993 
Memory Size ..2 Megabits 
Game Type Soccer 


International soccer 15 the biggest sport in mos! nations of 
the world. One or Iwo рінуеть can experience some of that 
with Goal! Two. The 24 teams can be played in a tourna- 





ment or in single matches. The characters are really quite 
large and well-animated for an eight-bit game. 





т 
Ld 


El Па 24 teams offer а lot of different stylas of play Options to 
choose lineups and formations are a nice feature 


The angle of tha field can make it difficult Ior you to tell whara 
you are in ralationship to the goal 








Campany » Jaleca 
Suggested Retail Price. Not Avallable 
Release Date .. .. ‚ January 1993 
Memary Size —_ — ә . .2 Megabits 
Game Type ... Levels/bosses, side-scralling with mixed action 





Based on the successful ABC TV series from Lucasarts, 
this game begins with Indy reliving a few of the episodes, 
then departs on its own course in the final stages Indy 
begins by fighting in the Mexican Civil War, then goes 10 
Europe where he winds up fighting in WWI. During the 
game, he must find items and defeal enemies, search out 
hidden areas and gather formation during cinema scene 
breaks between action slages. 


INDIANA JONES 


CHRONICLES 








For the most part, the game remains true to the stary The variety 
of action, which includes an aerial dog-fighting stage, kaeps things 
mteresting 


Tha graphics are mediocre and the character control can be 
awkward at times The game doesn't do justica to the show 


Company - . гне Games 
Suggested Retall Price + Nat Available 
Release Date January 1993 
Memary Size.. = . .2 Megabits 


Game Туре, Cartoon аспап starring moose and squirrel 


Rocky and Bullwinkle set off on multiple adventures from 
Frostbue Falls. As you might imagine, their progress is 
plagued by a persistent Boris and Nalasha Bombs seem to 
be the weapon of the day, but Bullwinkle can also use his 
antlers to butt enemies. 
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Tha cartoon styla of grephics is wall-suited to the game. 


E Awkward control makas this game frustrating to play 


CRASH TEST DUMMIE 


Company... „2. 
Suggested Retail Price .. 
Release Date. 
Memory Size 
Game Type .. 
Dummies 










„1 Megabit 
Crash Test 





usili 





From jumping off of buildings to smashing into walls n a 
car, the Crash Test Dummies prove that the world 1s a 
dangerous place, even if you're only a stuffed dummy. 
See more of the Dummues in this month's review. 





Я Tha humor in this gema is gract, as are the graphics If you'ra а 
fan of the characters, you'll gete kick out of it. 


В Tha gama play 15 not vary deep, which maans thet you may not 
find it vary challanging, or you may finish it in a short time. 


BATTLESHIP 


.Mindscape 





Company... " 
Suggested Retail Price 





$29 95 
Release Date .. „January 1993 
Memory Size. . 512K bits 


Game Type. Strategy game in which ‘combatants attempt to 
sink each other's naval fleets 


Your fleet 1s under attack from a hidden enemy and the 
only way to save yourself 15 to fire blind shots and hope to 
sink his ships. This month's review gives you the low 
down and strategy tips. 





В This classic game is а parfact match for Game Boy, aspacielly 
using the Gama Link 


В The Pek had no hi-tech frills or spacial grephics, but fans of the 
original board gama may not mind 


Company .... 
Suggested Retail Price 
Release Date... 
Memory Size... 
Game Type... Maze puzzle п which you must move characters 
past obstacles 
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Strategy is everything when it comes to saving your tribe 
of humans from being lost on a level. You'll have various 
tools to help your progress, but the greatest help is human 
intelligence -- your own. 





Я Fun characters and spacial options such as scanning tha leval 
maka this gama intarasting 


E Tha puzzlas bacome rapetitious aftar a short tima, which means 
thet tha challenge factor may diminish 





This shooter has earned quite a reputation in Europe and 
elsewhere as a hot action game. The five levels and bosses 
are tough, but there is help You can earn money and buy 
better weapons at shops as you progress. It can be played 
as a two-player alternating game or by one pilot. Fans of 
Gradius will feel right at home attacking the evil Phadus 
Empire. 





Я Buying weapons to upgrada your ship adds a nica twist to this 
gama Tha anamias approach from avary sida, making it а grast 
challanga 


E The ship spaad is slow and you ага without continuous firing— 
vary annoying. 






Company ... 

Suggested Retail Price 

Release Date. 

Memory Size „1 Megabit 
„Futuristic ball game 





What do you get if you combine rollerball with robots? If 
you're Mindscape, you end up with Speedball 2. It's the 
year 2100 and the most popular sporting event is a brutal 
match between armored players, The overhead view fol- 
lows the speedball over a large court as you shift control 
to the closest player. You can play single matches or 
league play. There 1s a password feature, but no two-play- 
er Game Link option. 


EJ if you master the basics, the game cen be quite involving with 
strategies that range from court play to the selection of equipment. 


В it's often difficult to see where the bell is, or even to know what 
you're doing, especially when you first play the game. The option 
screens can also be awkward to control 


Suggested Retail Prices provided to Nintendo by 

Company selling the product. Prices may vary. 
SUPER NES TITLE COMPANY Ритм POWER METER RATINGS — GAME TYPE 

BEST OF THE BEST ELECTRO BRAIN 2Р5 3.3 3.1 | 3.6 | 3.6 КАВАТЕ 

[THE BRAINIES TITUS 1P/PASS | 3.0 3.2 | 3.1 | 3.0 PUZZLE 

BULLS VS. BLAZERS EA 2P-S/PASS 3.3 | 2.9 | 3.3 | 3.3 | BASKETBALL 

[CHUCK ROCK | SONY ІР | 3.6/3.1 3,1 | 3.2 |COMIC ACTION 























































































EQUINOX | SONY 1P__|4.0|3.1 | 3.7 |3.6 |3-D PUZZLE MAZE 
HIT THE ICE TAITO 2Р-5 | 3,6 3Л | 3.2 | 3.3 | FIGHTING HOCKEY 
IMPERIUM VIC TOKAI 1Р_ _ 3.5 3.7 | 3.3 3.1 | SPACE SHOOTER 
JIMMY CONNERS PRO TENNIS TOUR UBI SOFT — |2P-S/PASS | 3.4 | 2.9 | 3.0 | 3.1 | TENNIS 

JOHN MADDEN FOOTBALL ‘93 EA 2P-S/PASS | 3.4 | 3.2 | 3.6 | 3.6 FOOTBALL 
MAGICAL QUEST STARRING MICKEY MOUSE | CAPCOM 1Р__ 4.4 3.8 3.9 | 4.3 | CARTOON ACTION 
aca sa CHALLENGE El UN 2PS/2PA| 3.7 | 3.3 | 3.2 | 3.3 | BASKETBALL 
NHLPA HOCKY “93 EA 2P-S/PASS | 3.3 3.6 | 3.8 | 3.6 | HOCKEY 

PRO QUARTERBACK TRADEWEST | 2Р-5 | 3.1 3.1 /3.3 3.3 [FOOTBALL 
SHANGHAI П 1 ACTIVISION | 2Р-А | 3.4 3.3 | 3.6/3.7 | MATCH PUZZLE 
SONIC BLAST MAN TAITO ІР 37/36/38 | 3.7 | СОМ ACTION 
SPINDIZZY WORLD ASCII ІР/РА56 | 3.0 | 3.1 | 3.2 | 3.3 |3-D PUZZLE MAZE 
WORDTRIS SPECTRUM HOLONTE 2P-S /BATT, 3.5 | 3.4 | 3.2 | 3.2 | WORD PUZZLE 


NES TITLE 


















THE JETSONS: С065У/ЕШ5 CAPER TAITO ІР |3,4 3.4 | 3.3 3.5 | CARTOON ACTION 
GOAL! TWO JALECO | 2P-S/PASS | 3.0 | 2.8 | 3.2 | 3.1 [SOCCER 

MEGA MAN 5 CAPCOM — |IP/PASS 3.9 | 4.0 | 3.9 | 3.7 |COMIC ACTION 
К.С. PRO-AM 2 TRADEWEST | 4Р-5 3.3 38 38 | 3.8 [RACING 

ROCKY AND BULLWINKLE AND FRIENDS THQ ІР 242.3 2.4 | 2.4 | CARTOON ACTION 





[THE YOUNG INDIANA JONES CHRONIGES | — JALECO ІР [2.8/3.2| 2.9 2.7 [HERO ACTION 
GAME BOY TITLE COMPANY тдүню POWER GAME TYPE 

















METER RATINGS 
P CAST! 








































BATTLESHIP MINDSCAPE | 2P-A |3.4 [3.6 | 3.1 | 3.3 | STRATEGY à 
HUMANS GAMETEK ІР 33253133 | 3.5 [ACTION PUZZLE 
THE INCREDIBLE CRASH TEST DUMMIES UN 2P-A |3232 31 33 [STUNT EVENTS _ 
SPEEDBALL 2 MINDSCAPE ІР/РА55 | 3.0 | 2.9 3.3 | 3.4 | FUTURE SPORT 
XENON 2 . T MINDSCAPE | 2Р-А |2.9,3.2 2.7 | 2.9 |SPACE SHOOTER 






















@ МЕ n EN 'PLAY INFO ‘POWER METER 
air. il 1 5 | Games are made to be played with as many | The Pras at Nintenda HQ rate 
Yau can get the mast aut af yaur ' 25 eight players. Some also emplay a battery each new game Ratings are 
game chart by understanding ' ar password fo save game play data 6 fram 1 (poor) ta 5 {excellent} in 
the categaries Title, Company | #P=NUNIBER OF PLAYERS four different categanes 

and game type are self! S = SIMULTANEOUS G=GRAPHICS AND SOUND 
explanatary. Use this Key ta ! A= ALTERNATING P=PLAY CONTROL 
understand Play infa and the | BATT = BATTERY | Cz CHALLENGE 
valuable Power Meter ratings , PASS = PASSWORD ; T=THEME AND FUN 
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Generations of Americans have want- 
ed to follow the yellow brick road 
into the fantasy land of Oz where any- 
thing seems possible. Thanks to Seta, 
and newcomer Super NES developer 
Manley & Associates, that dream will 
come true this summer with the 
release of The Wizard Of Oz 

The developmental version 
reviewed by Pak Watch had most of 
the elements in place, but small 
changes will probably take place 


A LOOK INTO 
THE GAMES OF 
THE FUTURE 


betore the final version is ready The 
game is action-based. You can play 
as Dorothy, the Scarecrow, the 
Cowardly Lion or the Tin Man. More 
than 40 stages in all offer jumping 
and fighting action, plus hidden 
items, special puzzles, secret rooms 
and a host of enemies. The graphics 
are as rich as Magical Quest Starring 
Mickey Mouse—both the back- 
grounds and characters. The music, 
including four songs from the movie 


soundtrack, was also striking The 
point of your journcy, as in the 
movie, is 10 reach the great and pow- 
erful Oz To get there, you'll have to 
pass through four worlds, collecting 
teket pieces that will allow you pas- 
sage into the Emerald City. Jumping 
and fightmg skills are essential, but 
there are also elements of strategy 
and adventure. After a look at this 
Pak, you may be thinking, there's no 
place like Oz. 
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It's a 
Scandinavia when, suddenly 
Spaceship appears and beams up three 


snowy night ancient 


in alien 





unlikely passengers, Erik the Swift, 
Olaf the Stout, and Baleog the 
Berserker These Lost Vikings must 
battle and out-wit their 
then survive іл historical 















ical umes in their efforis то get back 
home. Each of the Vikmgs has a spe- 
cial ability thar must be used in conce 
with the other Vikings to overcome 
obsiacles and enemies This 1s w 
the lun comes in For instance, you 
might have to use Olat to block an ene- 
my with his shield while Baleog shoots 





ге 












an enemy with his arrow You can also 
use items. There's plenty of dialogue 
too, and much п] it ts а Мам The two 
player mode allows you each to play 
your tavorite Viking while sharing 
duty with the third, These irreverent 
Vikings from Interplay should arrive 
later this Spring. 








ЕСІ and Ongin have combined once 
again to bring the world о] Britannia 
to you, this time for the Super N 
in Uluma УІ. The False Prophet. As 
the Avatar, you and your party of 
loyal helpers, Shamino. lolo and 
Dupre, set out on a sprawling RPG 
adventure The overhead view works 











uch better with the Super NES 
2raphics than im some of the earlier 
Ultima games, but the control is 
much the same. which is to say it is a 
bit awkward — Luckily, control isn't 
а big issue in RPGs What really 
counts is the depth and breadth of the 
game Тһе depth ol the story and the 





familiarity of the characters is what 
will make this game appealing то 
RPG lans when it appears this 
Winter FCI told Pak Watch that 
another five titles in the series are 
planned for the future even though 
Origin has joined with Electronic 
Arts, 





Hi Tech s series of Tom & Jeriy 
games will expand to include a Super 
NES utle starring the TV cartoon cat 
and mouse this Spring Pak Watch 
reviewed a very early version, This 
аспоп game is expected to be more 
like the original NES game in that 
Tom will be the boss character at the 
end of each stage Also in the news 
from Hi Tech is the Mnal version of 
Hunt For Red October 
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The ooky. kooky family is back in 
another Super NES action game liom 
Ocean. This time the game 1 based 
loosely on the new ТУ cartoon In 
fact. many of the areas include char- 
aciers taken directly from the TV 


[кесә ZELDA FOR GAME BOY 





The rumors have heen flying around 
for years that Nintendo was working 
on a Zelda game tor Game Boy 
Those rumors wall hecome reality 
this Spring when the so-far untitled 
Zelda IV hits the stores Pak Watch 
recently took a look at a 70% com 
plete version ol the game, and wow! 
The graphics, although monochrome, 








It's time to ger dangerous one more 
time with Disney's super hero who 
goes quack in the night Capcom has 
plucked this FO WL crime fighter 
straight from the NES and put him 
into Game Boy The games are very 
similar, and that also means top 
quality graphics and а lot of variety 
m the game action, from climbing up 
chains to jumping over enemies. 
Capcom expects to release Dark wing 
Duck by February or March. 
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senes Pugsley 15 the action character 
їп this outing, hut the control is virtu 
alty identical to the first Addams 
Family game that means lots of 
jumping and bopping The graphics 
ire fantastic, and so 15 the music, 


E 
IAN TEES VIRES potron 
Wires (ee yao} Ler 


are based on The Legend of Zelda— 
A Link То The Past, but the music 
and many ol the characters аге 
derived irom the first Zele 
Link's world in this 4 Megabit 
Battery Pak 15 said to be as large as 
A Link To The Past 
5 some new moves and tools 
















CERTO 


Link himself 


though this Pak Watcher missed 
the httle touches like the [mger-snap 
ping from the first game. But there 
ots of new touches that keep this 
game fresh Look lor it in the next 
month or two 





NINTENDO 


ol nightmares and dreams You ll 
definitely be hearing more айаш this 
one, although it may go through a 
name-change 

Nintendo 15 also working on a new 
Kirby game, this time for the NES. 
and Vegas Stakes, in which you are а 
high-roller trying to turn chump 
change into millions. 








es ALIEN 3 





When Ripley crash lands on a maxi 
mum security work-correctional 
facility after her escape from the 
doomed colony in the movie Aliens, 
the horror begins all over again. 


Alien 3 from Acclaim departs from 
the standard movic-based side- 
scrolling action game by using a top- 
down view Rippley must search out 
and find weapons to use against a 


new and growing colony of aliens 
Very effective cinema scenes add to 
the adventure. The NES version 
should be available this Winter also, 
but it will be a side-scroller 





Rollerhlade Racer trom Hi Tech 15 
the safe way to get into in-line skat- 
ing. This NES game pits your avoid- 
ance skills against both still and 
moving obstacles along the street. 
Extra-cool moves like the back- 





Konami's answer to Ninja Gaiden is 
Zen, a ninja who roams the universe 
in search of evil polluters. The most 
striking thing about this game is the 
control of the action character, which 
is excellent Moving through hori- 











ПП) 


scratcher are tricky to pulloff, and 
sometimes it's tough to see things 
like cracks m the road that will land 
you on the pavement Also coming 
this Winter from Hi Tech ts 
Mickey's Safari In Letterland This 





zontal and vertical stages, you'll 
jump, run, climb, swing and fight. 
Although Zen doesn't do anything 
new in a gaming sense, what it does 
do, it docs very well. Копапи’з sec- 
ond NES title this Winter is Tiny 


20 “м. 


TOXUE FRAETDEV самые 
н тыг PROTO 
тата NPIL, 
ато тык 
жен мест ЕОСОРЕ nEPL 
THE BOOS EXPLODE! 


game is for preschoolers still learn 
ing the alphabet and simple reading 
skills Mickey Mouse looks great, 
but don't expect any sort of chal- 
lenge from the edutainment Pak It is 
strictly for the youngest players. 


e 
> 


Алор библия 





Toon Cartoon Workshop, ап anima- 
tion program that includes charac- 
ters, dialogue and music. Your job is 
to put together your own five minute 
cartoon. There’s also a second Tiny 
Toon adventure on the way. 
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—PAK WATCH UPDATE- 


The new year will be getting off to an incredible start 
with some of the hottest titles ever scheduled to appear in 
the first sıx months. Included in this hit parade will be 
comic and cartoon super studs, Superman and Taz from 
Sunsoft The Super NES Taz-Mamia will be unlike any 
other game of the same name since it will make extensive 
use of Mode 7 effects Picture 1f you will a game that 
combines the cartoon graphic quality of Road Runner's 
Death Valley Rally with the 3-D perspecuve view and 
speed of F-Zero—that's Taz- Mania, and this Pak Watcher 
1; drooling over the very thought of it 

Konami's graphically astounding duo, Batman Returns 
and Tiny Toon 11, should make it into the stores by this 
March and April. Our sources at Konami tell us that 
Batman underwent some extra delays when the develop- 
ment team decided to add more depth to the game play 
Can't blame ‘ет for that One of the areas that look par- 
uculdrly cool is the driving sequence Against a stunning 
backdrop of Gotham City. you'll race the Batmobile over 
3-D terrain like that 
in Top Gear Tiny 
Toon. Buster Busts 
Loose 1s an incred- 
ible romp with 
outstanding graph- 
ics, а speedy 
Buster, inventive 
bonus stages and 
loads of tun 

In other Super 
NES news, Spectrum Holobyte 1s moving into the big 
time with Star Trek: The Next Generation. The 
action/adventure game includes the main characters from 
the hit syndicated show with an all-new plot We expect 
to see this game early next Fall. PC game designer/genius, 





Brett Hull for Accolade 


Star Trek: Néxt Generation 


American Gladiators 


112 NINTENDO POWER 








TAZ-MANIA 

Syd Meir, 15 said to be putting the final touches on 
Railroad Tycoon for Microprose. The game of railroad 
entrepreneurship is one of the best strategy simulations 
this Pak Watcher has ever seen. Another true-to-life simu- 
lation 15 SimAnt, the Maxis creation in which you control 
an animated ant colony The Word from Accolade 1s that 
they have signed up hockey star, Brett Hull, and have 
begun work on a Super NES hockey game with Brett's 
help The Super NES version of American Gladiator's 
from Gametek floated across the Pak Watch desk recently 
The events of skill and strength made famous on the syn- 
dicated TV show are included, as are the stars of the 
show Gametek's Kawasaki Caribbean Challenge won't 
be out at least until mid-year American Sammy may have 
closed up shop, but as a going-away present they left 
Battle Blaze, a sort of medieval fantasy street-fighting 
game. Acclaim has T2: Judgement Day іп the line-up for 
Spring 1993 as well as the hit arcade football game from 
Willams, Super High Impact, 


Bomber Man 





Coming up for the NES, look for Bomber Man И from 
Hudson Soft. The Bomber Man 15 a little guy who uses 
bombs to evade and destroy his enemies in maze-like 
The challenge is nol to blow yourself up in the 
. Goal 2 from Jaleco is a strong entry in Ihe sports 
category if you're looking for a new soccer game If you'd 
rather get into some heroic aclion, there's Eon Man from 
Tailo, Bartman from 
Acclaim, Young Indy 
from Jaleco and 
Accolade’s Terminator, 
based on the original 
movie If you’re feeling 
like a puzzle, Tecmo's 
Fire “М Ice 1s а greal 
sequel to the brain-bend- 
ing Solomon's Key for 
the NES 

The first few months of the new year look extraordimar- 
ily good for Game Boy releases. Capcom alone is promis- 
ing Darkwing Duck, The Little Mermaid, Tale Spin, and 
The Empire Strikes Back Acclaim nol to be outdone, will 
be releasing Alien 3, T2 
The Arcade Game and 
Krusty's Fun House 
Robin Hood: Prince of 
Thieves is scheduled 
from Virgin Games, 
while Great Grced from 
Namco and Rampart from [LIA es 
Jaleco both look good A 

The news from Kemco Babin Hand 
1$ that Ace Harding Lost In Las Vegas for the ? 
be delayed at least until Spring while the English transla- 
tion gets some professional polish The same fate 1s being 
met by Kemco’s long-awaited Sword ol Hope 2 for Game 
Boy American Technos. the makers of Street Challenge, 
are working on ап enlire series of games staring Crash and 
the Boys, Ice Challenge is due out this winter, with tenta- 
tive plans for it to be followed by other sports tiles. 
Among the many games Sony Imagesofl is working on are 
Extra Innings H, Dracula (for the NES as well as Super 
NES), and Son of Chuck (Chuck Ro 








— 
The Empire Strikes Back 








: The Arcade Game 











| FUTURE GAMES 


FOR THE 











Nama Approximate Release 
Addams Feriily 
Pugsley's Scavenger Hunt Wintar 93. 

Aerobiz Winter 93 

Alien3 Winter 93 

American Glediators Winter 93 

Betmen Returns Spring 93 

Bubsy Spring ‘33 

Cybernator Winter 93 

‘Dregon’s Lair Winter 93 

Family Dog Spring 93 
) Gods Winter ‘93 

King Arthar's World Winter 83 

The Lost Vikings. Spring 93 

Railroad Tycoon Spring 93 

Rocky & Bullwinkte Spring 93 

‘SimAnt Summer 83. 

StmEarth Winter 93 

Star Fax Winter '93 

Stor Trae Next Generation Summer 83 

Saper Conflict 

Зарег High Impect 

Supermen 

T2. Judgamant Dey 

Tez-Manie 

Ultrabots 

Utopio 

Wing Commender 





Alien3 
Darkwing Duck 


Winter 83 
Winter 793 
Winter 53. 
Winter 83 
Winter 93 
Winter "93 
Winter 93 
Winter 93 
Summer 93 


The Empire Strikas Back 
Krusty's Fun House 

The Little Mermaid 
Rempart 

Robin Hood 

Spot's Cool Adventure 
Zelda 





Summer 93 
Winter 83 
Wintar 93 
Winter 93 
Winter 93 
Spring 93 
Spring 93 
Winter 93 
Spring 93 
Spring 93 
Wintar $3 
Winter 93 
Winter ‘93 
Winter 93 
Winter 93 


|| 


Ace Herding’ Lost in Las Vegas 
Bomber Men TI 

Crash Dummies 

Eon Men 

Goel2 


Hillstar 

Mickey's Safan In Letterland 
Rocky & Bullwinkle 
Rollerblade Recer 

Five 'N Ice 

Tarminetor 

Trolls tn Crazy kaod 

Ultime Wernors of Deshiny 
Yoshi's Cookie Penic 

Young Indy Chronicles 
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NEXT ISSUE 


COMING NEXT MONTH IN VOLUME 45 


CYBERNATOR 


In a futuristic battle zone, Konami's powerful Cybernator is the 
only hope for mankind. The awesome graphics and control may 
remind action fans of Contra Ш, but it’s an all new challenge 








m The Addams Family 


PUGSLEY'S SCAVENGER HUNT 





The second Super NES Addams Family game from Ocean will be 
offered for your appraisal next month. The action is bused on the 
new TV cartoon with Pugslcy at your disposal Another winner! 


SUPR ICRU MNT 


DARKWING DUCK 


It's time to get dangerous again! Capcom's unfluppable hero has 
flown the NES coop und landed on Game Boy. Good graphics and 
great action sequences abound in this crime-fighting іше 


= S- 0000599 





Meet the newest ninja hero on the block Zen. We'll check out his 
mastery of the ninja arts next month when we review Konami's 
latest NES offering 
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These Nintendo Power back issues аге avarlabls individ 
ually Add them to your collation! They contain those 
excring reviews 

Volume 34 (Mar '92) The Empire Strikes Back, 
Terminator 2, Nightshade, McKids, Lemmings, 
Zelda. А Link To The Past. 

Volume 35 (Apr '92) Captain America & The 
Avengers, ТАС 2: Thrilla's Surfari, Yosh 
Volume 36 (Mey '92) Darkwing Ouck, Wacky 
Races, RoboCop 3, Work Boy, Super Adventure 
(sland, Contra Ill, Xardion, Super Soccer. 
Volume 37 (june 92) Lemmings (NES), 
Dragonstnike, Stanley: Search for Or. Livingston, 
Arcana, Krusty's Fun Mouse, Top Gear, FI ROC. 
Volume 3% (July '92) Panic Restaurant, Gold 
Medal Challenge, Might & Magic, Toxic 
Crusaders, Street Fighter II, NCAA Basketball 
Volume 39 (August 92) Gargoyles’ Quest I, 
Casino Kid 2, Contra Force, Kirby's Oream Land, 
TMNT IZ, Wings 2, Mario Paint. 

Volume 40 (Sept '92) Little Semson, Prince of 
Persia, Fellx The Cat, Dino City, Soul Blazer, 
Monopoly, Super Bowling 

Volume 41 (Oct. 92) Adventure Irland 3, Power 
Blade 2, Super Mario Kart, The Simpson's Bart's 
Nightmare, Out Of This World, Super Play 
Action Football 

Volume 42 (Nov '92) Mega Man, Joe & Mac, 
Crash "М The Boys, Space Megaforce, Axelay, 
Super Star Wars, Final Fantasy Mystic Quest, 
Faceball 2000, Super Mario Land 2-6 Golden 
Coins, Flintstones. 

Volume 43 (Oec 792) Road Runner's Death 
Valley Rally, Spider-Man & the X-Men in Arcade's 
Revenge, Push-Over, Оөзег Strike, Batman 
Returns (NES), James Bond jr , Тесто NBA 
Basketball, Super Mario Land 2 - 6 Golden Coins, 
Bonk's Adventure, Looney Tunes. 

Use the Back Issue/Tip Book Order Form in this issue to 
order back issues or call our Consumer Service depart 
ment ot 1-800 255 3700 to order thom by phona with VISA 
or Mastercard 









Here are the answers to the Super 
Sesrch section In the front of the 
Subscriber-only Bonus Issue 


Clue magrifying glass 

Spot 7 Up can 

Mook hook 

Batman poster 

Monopaly board game 

Star Wars videotape 

Paper Boy newspaper 

Joe & Mac dinosaur 

Lemmings umbrella 

Push-Over dominoes 

Spy vs. Spy Mad magazine 

Mario Paint. fyswatter 

StarTropics yoyo 

Punch-Out!! boxing gloves 

Tom & Jerry: mousetrap 

Power Blade boemerang 

Super Tennis racket 

Faceball 2008 faceball 

Bases Loaded. mit 

Super Bowling: pins & shoes 

Friday the [3th hockey mask 

Toxic Crusader green sime 

Bart's Nightmare homework 

Super Mario Kart. banana peel 

NCAA Basketball. Duke mug 

Super RC Pro-Am RC car 

А Boy and Mis Blob Jelly beans 

NHLPA Mockey '93 hockey sticks 

Wings IL Aces Migh- bomber jacket 
Disney's Duck Tales duck decoys 

The Addams Family Thing hand 

Super Castlevania IV. whip 

The Great Waldo Search striped shirt 
The Amazing Spider-Man" comic book 
The Hunt for Red October baok 

Hudson's Adventure Island. conch shell 
Star Trek 25th Anniversary videotape 
Roger Clemens MVP Baseball Red Sox hat 
Teenage Mutant Ninja Turtles: pizza box 
Robin Hood Prince of Thieves: bow & arrow 
The Incredible Crash Dummies. crash dummy car 
Zelda IL A Link to the Past: sword 

Where in time Is Carmen Sandiego encyclopedia 
Stanley The Search for Dr. Livingston safari hat 








ZELDA PLAYER'S GUIDE 


THE COMPLETE SCOOP ON A LINK TO THE PAST 


Have you finished the game yet? Maybe you have, 
but do you know everything about и? Our new 
Player's Guide gives you all of the important infor- 
mation about A Link To The Past. You'll get much 
more than just straight game play information It 
goes as far as educating the reader about the history 
of the Hyrulian culture. This 1s a must-have hook 
for all Zelda fans! 
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place to find the inside story = 
оп Маго plus а whopping 140 page = 

review of Super Moria World ог * 
the Super NES 





THIS 168-PAGE GUIDE IS AVAILABLE NOW! 


Р? 1 VOLUME 44 115 








Our goal is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 


Thanks goes out to all the people who make this possible. 
From the original editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 


People interested in helping us out, in whatever way possible. 
Either by donating classic magazines, scanning, editing or distributing them, 
visit us at http://www. retromags.com 


We are only interested in preserving classic magazines 
that are at least 5 years out of print. 


We have no desire or intention to profit from these In any way. 
So please, if you come across people trying to sell these releases, don't support them! 


Thank You and ENJOY! 
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